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BATMAN: ARKHAM ORIGINS” is the next installment in the blockbuster Batman: Arkham videogame 
franchise and introduces an original prequel storyline set several years before the events of Batman: Arkham 


Asylum and Batman: Arkham City. Taking place before the rise of Gotham City’s most dangerous criminals, the 
game showcases a young, raw, unrefined Batman as he faces the defining moment of his early career and sets his 
path to becoming the Dark Knight. 


Apivotal tale set on Christmas Eve 
where Batman is hunted by eight deadly assassins and encounters for the 
first time, many of the characters that shape his future. 


Introducing an all-new Case 
File system that allows players to analyze seemingly impossible-to-solve 
crime reconstructions in real time. 


Explore an open 
world Gotham City and battle through it’s most dangerous districts in the 
quest for justice. Prevent crimes in progress, take down gangs of violent 
criminals and explore deadly new locations, from the impoverished streets 
to the penthouses of Gotham’s wealthy. 


Hunt down villains who are 
connected to, but not part of the core story. It's the player's choice if and 
when they want to complete these threads. 


Fight new foes such as the Armored 
Enforcer, the Martial Artist and more - each of which challenge players 
to approach Batman's FreeFlow Combat scenarios in different ways. 


Utilize Batman’s signature gadgets or take advantage 
of powerful new additions such as the Remote Claw, the Concussion 
Detonator and more. 


Experience a fresh take on 
iconic Batman characters including Black Mask, Penguin, Deathstroke, 
Bane, Deadshot, Anarky, Captain Gordon, The Joker, Copperhead, Firefly 
and many more! 


Play with friends and foes in a unique 3v3v2 
online mode that blends traditional Arkham gameplay with third-person 
shooter mechanics. Hunt as Batman or Robin or take a walk on the 
dark. side as a Super-Villain Elite and be part of The Joker or Bane’s gang. 
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Welcome. 


When the question is “how have you 
bettered your industry?” 


This month | attended the UK DICE Summit. The 
event is a day's worth of talks by some of the video 
game industry's most prominent names, tackling a 
range of issues that thay face today. For the main, 
its audience is industry only, but a few select press 
are invited, myself included. 

It was an enriching experience. One of the goals, 
of this magazine Is to highlight the faces behind the 
games, as opposed to just the end product that 
ends up on retall shelves and in your hands, But for 
the most we meet these people at press events for 
upcoming releases, where beforehand they're told 
to stick to the script and not spoll marketing’s 
future plans by revealing something early. Martin 
Rae, president of the Academy of Interactive Arts & 
Sciences who runs the Summit, said such sessions 
are akin to speed-dating. An apt term. The Summit 
was much more relaxed and developers discussed 
the lessons learnt over the course of their careers. 
The honesty, at times, was eye-opening. 

While some talks - rightly - discussed making a 
profit in a continually hard market, the overriding 
message was the continual strive for creative 
fulfilment at whatever you turn your hand to. Not a 
simple goal, but a worthwhile one. 
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MIKE HOLMES 


The UK's staff writer and budding 
playwright got the best of both 
Worlds as he settled into multiple 
plays of Quantic Dreams Beyond 
Two Souls for this issue's review. 
While he appreciated the direction 
by creator David Gage, and the 
acting by the game's stellar cast, 
Mike's sticking to writing for the 


BENGT LEMNE 
Bengt’s was under fire this month 
as he sat down to play through a 
few hours ofthe latest Call of 
Duty's multiplayer, He admits he's 
far from a veteran of the digital 
warfare, but brought with him a 
seoret weapon in the form of 
GRTV Editor Nick Holmberg, 
Who's the biggest COD player in 


RASMUS LUND-HANSEN 
The Great Dane donned the Bat 
suit and glided into Gotham this 
‘month to put Arkham Origins 
through its paces. A big fan of the 
previous two Rocksteady games, 
he was flipping a coin, Two-Face 
style, ready to deliver an extreme 
opinion which ever side the 
gameplay coin landed on, You can 


stage, For now. the company. read his verdict later in the issue, 
FAVOURITE MOMIE-BASED GAME: FAVOURITE MOVIE-BASED GAME: FAVOURITE MOMIE-BASED GAME: 
Die HARD TRILOGY THE CHROMIOLES OF FIDOIC TE AGHTER 


THOMAS BLICHFELDT 


ur other Danish correspondent 
chewed through a lot of words for 
this month’s magazine, reviewing 
both F1 2013 and the latest Sonic 
title, Lost World. Whilst both titles 
feature speed machines, there was 
only one that gave Thomas the 
real need for (more) speed. Let's 
just say wheels beat out sneakers 


PETTER HEGEVALL 
Gamereactor's Art Editor did the 
double as well this issue, fusing 
his duel loves of film and games 
by designing our massive ‘Video 
Game Cinema’ feature that you'l 
find later on in the magazine, As 
for right now, he's madly working 
away ahead of our launch special 
next issue for a complete guide to 


JON NEWCOMBE, 

With great previews come even 
‘more work, After showing the 
world that he knew more about 
the world of Pokémon than most 
last month, we handed over our 
review code for X and Y to Jon to 
see what'd happen, He was last 
seen dual-wielding two 30S units 
to score every Pokémon available 


every time. the new consoles inthe game. 


GOLDENEYE 


‘Gamareactor’s not responsible for unsolicited materials 
Faproduction in whole or in part without permission is 
prohibited, You're welcome to quote us, but aWvays make 
‘sure you credit the source. 


Gamereactor isa free magazine published by six ectoral 
‘offices in United Kingdom, Danmark, Finland, Germany, 
Norway and Sweden, Gamerwactor is available at multiple 
‘etalors around the country and is issued with a 
eriodiaty of ten issues per yaar 


‘Gamereactorco.uk is part of the Gamareactor video 
‘games new network, the biggest in Northem Europe and 
attracting a global audience. You'l find the latest news 
‘and reviews, as wall as previews, features and interviews 
from around the industry I's also the home of GRTV, our 
professional HD-qualty Video section fering tralers, 
‘gameplay and video interviews. Gamereactor's on iPad, 
‘mobile and Smart TV, but sadly not on Mars, Yet. 
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ot An epic single-player campaign throws you 
into’the heart of the Vietnam war 


Zz ‘ AA Pilot and customise over 20 authentic planes 
and helicopters 


Challenge your friends in thrilling online 
La multi-player air battles 
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Half-Life creator Valve take on the console makers at their own game in 2014 


It's been rumoured for what seems like ages. But now itis offical, 

Half-Life creator Valve aims to compete with PS4 and Xbox One with 

the creation of Steam Machines, as the company revealed their new 
vision with a trio of announcements: Steam OS, Steam Machines, and the 
Steam Controller, 

‘As detaiss on the three were revealed, there was almost disappointment in 
the air, Rather than a Valve produced Steam Box, there will be several types 
on offer as the company are pairing with production partners to create their 
vision. You can even build your own, as the Linux-based SteamOS wil be 
free to download onto any device. This openness has won Valve many fans 
in the development community, where support for the initiative is as strong 
as it is enthusiastic. 

If the Steam Machine prototypes Valve are using to test the waters is any 
indication of what we can expect, they are going to offer stiff competition 
for Sony and Microsoft as their hardware specs are left in the dust. 

Perhaps the most innovative and potentially disruptive announcement 
was the Steam Controller. Valve's Gabe Newell has often spoken about the 
dangers of not innovating input, and this is Valve's proposition to gamers 
who, over recent years, have grown increasingly frustrated with various 
motion controls. The Steam Controller is something different as it combines 


two large trackpads with haptics. 
‘The trackpads are customisable 
and the word is that they can 
simulate buttons without latency. 
The controller has a touchscreen, 
with buttons underneath as well 
as on the shoulders. Valve are 
releasing videos showing how 
the pad will work with several 
different genre types. 

SteamOS will bea dedicated 
operating system that builds on Linux and squeezes more 
performance out of your computer. There are already hundreds 
‘of games that support it natively and you will be able to stream 
the entire Steam library of more than 3,000 games through it. 
The idea is that the Steam Controller will make it easy to play 
games that use keyboard and mouse on the couch. 

Valve's prototype Steam Machines will be part of an 
exclusive beta process later this year, with feedback set to 
help define the products ahead of next year’s launch. 


XMAS BUNDLES 
FOR CONSOLES 


Sony, Microsoft detail 
what you can buy next month 


Wanting to pick up a new console? The big three 
have announced hardware bundles in time for this, 
year’s winter rush, so there's options to fit budgets. 
Nintendo announced three new Wii U bundles that'll be 

on store shelves next month, The Mario & Luigi Premium 

Pack lands on November 8 and includes New Super Mario 

Bros. U, New Super Luigi U, and a black console (32GB). 

The other two bundles both include a white console (8GB), 


DEUS EX UNIVERSE 


A next gon Deus Exhas 
‘A round up of the other been confirmed by Eldos 
poses Montreal. Head of studio 
Davi Anfossl confirmed 
thatthe new game would tie Into Deus: Ex 

Universe describing its an ongoing, 


expanding and connected game wortd bult 
will bring together “games and 
available in other media su 
smartphones, books, 


two games, plus a Wii Remote Plus and sensor bar, 

There's to be four different PlayStation 4 bundles that'll 
be available from November 29, The standard edition will 
include no games and cost £349, Adding either Killzone: 
Shadow Fall or Watch Dogs will bring the price up to £399 
(the RRP of next-gen games is expected to be slightly more 
than current gen, so you're saving more). You can grab 
both Killzone and Driveclub for £439. Or Killzone, an extra 
DualShock 4 and the PS4 Camera for £449, 

‘As reported last issue, Day One Editions of Xbox One 
land on November 22, If you can stil find one you can get 
either FIFA 14 or Forza 5 for no added cost to the normal 
RRP of £429.99, GAME are also bundling Call of Duty: 
Ghosts with the console, which will set you back £459.99. 
Check with your local retailer for the latest additions, 


Platform owners ready for Christmas time (above) 


NO WII U ACIV DLC 


: While a Season Pass w 
announced this month for 
Coed IV: Black 
Flag, i wont be available 
Wil U. The new content, 
three hour SP story 
centred around Edward Kenway’s second- 
In-command, Adewale, aso Introduces 
exclusive content and new multiplayer 
characters. No reason was given for the Wil 
U not being Included in the DLC plans. 


avallable to thos 
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DESTINY BETA PLANS 


Bungle has announced that 
the beta for Destiny will 


1p 


‘game on PS3, 
84, Xbox 360 and Xbox One, Activision 
O Eric Hirshberg sald: "We're 


THE GOOD AND 
BAD OF GTA V 
WORLD RECORDS AND 
ONLINE WOES 


The launch of Grand Theft Auto V 
has been a resounding success for 
Rockstar, although there's been a 
few issues in the weeks after. 


Within a week it had broken no 
less than seven different world 
records, pushing past markers laid 
down by Activision's Call of Duty. 

Accolades include the fastest 
entertainment property to gross $1 
billion, highest grossing video 
game in 24 hours, as well as the 
highest revenue generated by an 
entertainment product in 24 hours. 

However, initial success didn't 
stop the launch of GTA Online 
being a disappointment for some. 
The week after the Online portion's 
launch on October 1 was marred 
by stories of players experiencing 
loss of progress, failed logins, 
freezing, and lack of server access. 
Rockstar has been working to fix 
the issues, and in way of apology, 
are handing out a cool half million 
dollars of in-game cash for those 
effected this first month. 


LAST OF US DLC SHOWN 


Naughty Dog contirmed 


three diferent content 
for The Last of Us, 

came out just this 

week, and focuses on rutilayer. There will 


be story-driven DLG though, 
around the end of this yea 
‘ext. Its supposed to have “st 
y. A third plece of DLC ~ mi 


his due 


the main st 
MP content ld to arive inthe frst 
half of 2014. 


ANGRY BIRDS: THE MOVIE _\\o, j2ally. Disney 


BRINK CREATOR 
ON MISTAKES 


Splash Damage’s Paul Wedgwood 
talks to GRTV at inaugural DICE Summit 


Clay Kaytis (7 


Achieving happiness through strategy. That's what twelve years as CEO 
of Splash Damage has taught Paul Wedgwood. The creator was speaking 
at the inaugural UK DICE summit, a day's worth of talks by high profile game 
developers as they sought to share experiences and lessons learnt. 

Founded in 2001, Splash Damage spent its first years creating multiplayer 
content for id Software titles including the seminal Enemy Territory: Wolfenstein. 
‘They went on to create their own new IP with the ambitious shooter Brink and are 
the multiplayer developers for Batman: Arkham Origins. 

"I think in my 12 years as CEO I've made more mistakes than the average 
person in the games industry,” said Wedgwood when we met up after his lecture, 
elaborating on his very honest presentation. “I thought it might be coo! to just 
come along and instead of the big product release or sales pitch or whatever, just 
talk about the lessons that we've learned while running the company." Ultimately, 
Wedgwood feels it's all about achieving happiness through strategy. 

"What we've discovered is that the ‘why’ we make games is almost more 
important than the ‘what',” he explains, "And we've discovered this not because | 
had some incredible epiphany because I'm capable of amazing original thought. 
But just because | read a bunch of books by people who are much smarter than 
me.” Watch more GRTV interviews with DICE attendees on gamereactor.co.uk.. 
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Fergal Rellly 


Pros and cons 
of the month. 


STEALING WITH 
A THIEF NAMED 
GARRETT 

‘We were worrled about Thief, 
but having had some hands- 
on time with the game, we're 
happy to report that it's 
shaping up rather nicely 
Indeed. 


VALVE 

with the announcement of 
Steam Machines, SteamOS 
and thelr new controller, Valva 
are making thelr long awalted 
move into the living room. Are 
we looking at a big four from 
now on? 


EXPANSION 
PACKS 

First with thelr chunky Clv V 
expansions, and now with 
Xcom: Enemy Within, Flraxls 
‘are making a case for more 


substantial updates over 
lightwelght DLC offerings. 


BEYOND 


We iked It, but there were 
plenty of people out there who 
Weren't as enthi 

Quantic Dream's 

adventure, with the critica 
reception Incredibly mbxed. 


FIFA 14 

EA has admitted that they've 
channeled the bulk of thelr 
energy Into the next-gen 
Version of thelr game, and as 
such we found the current-gen 
version wanting. 


GTA ONLINE 

What could go wrong, did go 
wrong. The grand unveling 
ended up belng a serles of 
technical hiccups. 


wr os 
THE WITCHER 
GETS GRAPHIC 


Tie-in comic book due 
for the fantasy video game 
franchise next year 


Geralt’s coming to comics. Announced at 
the New York Comic Con this month was a 
tie-in comic book to CD Projekt's series 
‘The Witcher, published by Dark Horse, 
who have dealt with video game tie-ins 
before with Mass Effect and Dragon Age. 
It'll be scripted by Paul Tobin, with art 
provided by Joe Querio. Dave Johnson is 
lending his talents for the cover art. Paul 
has discussed with CD Projekt about the 
story, with both deciding that the comic 
should be a separate adventure from the 
games. A few plot details have already 
been revealed ahead of the comic's 
release on March 19, 2014. Monster hunter 
Geralt meets a widowed man near the 
‘edge of the Black Forest and discovers his 
dead wife Is ‘living’ nearby in a haunted 
mansion called the House of Glass, So the 
silver-haired hero has to investigate using 
his very particular skill set to overcome 
what dangers await him. 

The Witcher comic book reveal came hot 
on the heels of another collaboration 
between Dark Horse, Team Ninja and Keiji 
Inafune. Together they'll be making a 
digital comic book series designed to 
introduce gamers to the world of Yaiba: 
Ninja Gaiden Z before the release of the 
game early next year. 

Writers Tim Seeley and Josh Eamons are 
penning the words that will accompany art 
from Rafael Ortiz. Three comics will initially 
be available to download direct from the 
Dark Horse Digital Store, with a print run 
following in early 2014, 

Dark Souls 2 is another title that's going 
to be preceded by a graphic novel. Rob 
Williams and Andi Ewington are working 
with artist Simon Coleby on Into the Light, 
which will be available in January, 2014. 
Check with your local comic book store, 


“CUTTING-EDGE 
TECHNOLOGIES 


AND MULTIPLE 
FUNCTIONS 


DO NOT 
NECESSARILY 
MORE FUN” 


- HIROSHI YAMAUCHI, 2004 


do Hiroshi Yamauchi pass: 
the video game indust nase exist Poa, 


It's easy to forget video gaming's humble beginnings. They 
were an arcade and bar sideshow, no different from fruit machines 
that still languish in the corner of local pubs. Today it’s huge; nearly 
half of all UK households own a dedicated gaming console. It was one 
man's vision - and a series of circumstances - that aided that change, 
turning a medium that was considered mere distraction into an industry 
that now surpasses cinema as a bankable form of entertainment. 

Yamauchi's reverence within the world of gaming is evidenced by 
the sheer volume of coverage his death received when he passed away 
from complications arising from pneumonia on September 19th. The 
obituaries range from personal blogs to mainstream news outlets that 
usually only spare a passing glance at the world of gaming. 

Born in Kyoto in 1927, Hiroshi Yamauchi took over as the third 
president of Nintendo Koppai in 1947 following from his grandfather, 
who retired having suffered a stroke. The company's output consisted 
of manufacturing and marketing collectable Hanafuda cards. Seeing 
the limitations of the market, Yamauchi spent the next two decades 
‘expanding Nintendo, incorporating western style playing cards into the 
company's product line and landing a lucrative licensing deal with Walt 
Disney for the manufacture of character playing cards. Yamauchi's 
vision didn't stop there, and soon Nintendo was involved in a number 
of ventures, from Love Hotels to Taxi services. Unfortunately, lacking a 
concrete corporate identity and suffering from a cashflow problem, 
Nintendo soon saw itself faced with the prospect of bankruptcy. 

Yamauchi's authoritative style of management saw him involved in 


every aspect of the company, overseeing all products 
before their release, He also wasn't averse to taking risks, 
In the 1960s, Gunpei Yokoi (future designer of the iconic 
GameBoy handheld) was commissioned by Yamauchi to 
develop the Ultra Hand, the engineer's lunchtime project, 
into a fully-fledged product. It was the company’s first 
succesful foray into the toy 
industry, providing them with 
much-needed capital, They 


his managerial 
style made him followed up the product's 

. success with a range of toys 
ever inch a Steve srioames hat woud tun 
Jobs precursor Nintendo into a household 


name in Japan. 
In the 1970s, Yamauchi 
began to notice the limitations 
of the toy and game industry's market, specifically with 
light gun games, Each piece of hardware was limited to 
one piece of software. Once people had mastered the 
game, and the initial novelty had worn off, there was little 
reason for them to keep on playing, creating a customer 
base that lacked stability. Seeing the emergence of a new 
entertainment medium in the form of coin-operated 
computer games, Yamauchi released a series of arcade 
games in Japan that proved popular, and established a 


GREAT GAMES 


This market, this business, is 
led by software,” Yarmauchi 
said in a 1996 interview. “Hf you 
can keep putting out 
interesting, fun 8, YOUr 
‘chances of success are high, 


Yamauchi was instrumental In the success of the NES (eft) and the Super Marlo Bros. series (abov 


presence in the U.S with Shigeru Miyamoto's iconic Donkey 
Kong arcade game. Yet bringing the arcade experience into 
the family living room required fine-tuning to be a success. 

With arcade machines, the ultimate goal was to get the 
customer to feed the machine money to generate profit, 
hence their extreme difficulty curve, To 


that they could beat their parents... From a child’s point of 
view, it gives a great sense of superiority." Yamauchi sald in 
a Japanese TV Interview in 1996. 
With the 1983 video games crash, Yamauchi recognised 
that quality control was key to ensuring the Famicom did 
well in the U.S. Rebranding it the 


bring gaming into the medium of home Nintendo would GO Nitendo Entertsinment System 


entertainment, the Color TV Game 6 
was born, providing gamers with a 
home console and 6 games. However, 
the initial problem of limited software 
was still an issue, and the only way 
players could access new games was 
to buy the latest model of the Color TV 
Game. The software needed to be 
replaceable so once the player had completed it, they could 
buy another without having to invest in new hardware. 
Thus, Nintendo's first console was born: the Famicom. 
Nintendo's arcade classics could now be ported as 
individual cartridges, and with Shigeru Miyamoto on board, 
there was the opportunity to design titles specifically for the. 
home entertainment market. This resulted in franchises that 
are stil, to this day, flagship titles for Nintendo's console 
systems: Super Mario Bros. and The Legend Of Zelda. 
"What the made the NES so popular with children was 


avoided the stigma associated with 


On to dominate the video games. Ail in-nouse and third 
console market for °2"Y 227s developed for the NES 


were required to adhere to strict 


nearly four decades auaiity contiot guidelines, with 


Yamauchi having the power of veto 
at any stage during the development 
process. This effectively created the 

developer/publisher system that's still in use today. 

It turned out that Yamauchi was somewhat of a genius 
when it came to selecting games that would prove popular 
to the general public, not just children, and by 1987, the 
‘American video games market was not only back on its 
feet, but thriving. The rest is history as Yamauchi oversaw 
the Super Famicom (SNES), the N64 and the GameCube. 
Before stepping down in 2002, he had transformed the 
Nintendo brand into the household name of Golden Age 
gaming - and setting the foundations for gaming today. 


The partnership between 
Yamauch! and Miyamoto 


Is the stuff of legend, 


with the pair overseeing 


the development and 
release of Donkey Kong, 
Super Marlo Bros. and 
The Legend of Zelda (to 
name but a few), stl the 
firm's flagship ties. 
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MIYAMOTO 
ON YAMAUCHI 


“During Yamauchi's [above] time, 
he had a great gut feeling about 
what kind of ventures would work, 
and what would not sell.” said 
‘Shigeru Miyamoto in June 2010, 
‘when he was interviewed by Edge 
Magazine and was asked about 
working with Yamauchi-san when 
he was still in control of the firm. 

“If Mr Yamauchi said, ‘this could 
turn out OK’, thinking it was a 
prototype, when in reality it was 
nearly complete, he'd then say, 
“OK, this is going to be a good 
title in the marketplace.” This isn't 
common. There are often times 
when other managers in the 
industry could not have had that 
kind of clear foresight. Even within 
Nintendo, other managers often 
tended to disagree about my 
prospects whenever | was 
‘showing the same piece of 
software to them. But, out of 
everyone, Mr. Yamauchi tended to 
have the most precise forecasts as 
to how much a certain piece of 
software could sell.” 


WASTELAND 2 laa 


Game creator BRIAN FARGO on battling 
Oblivion for an artist’s time and work. 


“tt really touches on the old Westems.” We're talking to series 
creator Brian Fargo about the box art (right) for Wasteland 2. “It's 
supposed to evoke that you're coming across somebody or some 
thing that'l have a conflict resolution,” he continues. “Be it talking 
‘or combat.” " 

For InXile Entertainment's sequel to the 1988 RPG, the team 
decided to recapture the feel of original, revisiting the iconic 
artwork of the first and collaborating with new artist Andrée Wallin 
to reinterpret its red-hued desert ruins for the modern day. 

‘4's set in a moder version of what the apocalypse would look 
like,” says Brian, “The more overgrown nature, Scientists have 
said; ‘here's what would happen with no mankind around, This is 
what would happen in any city’.” 

‘The piece was done in the space of a week on computer, but it 
took Fargo much longer to lock down Wallin’s services in the first 
place - the artist was hard at work on Tom Cruise movie Oblivion 

“1 stumbled on his work when | was looking online for a concept 
artist," Fargo remembers, saying it was the artist's understanding 
of light, creating a strong mood, that caught his eye. "When he 
finally got back to me, he says he's too busy, as he's working on 
the fim... so | sold him hard. | charmed him." 

Fargo managed to convince Wallin to produce a handful of 
concept pieces. AS well as creating what would be the game box 
art while between projects, Brian also points out another of the 
Swede’s creations - the ‘Synth’ piece (bottom right) 

“He added a great lttle touch,” Brian says with admiration. “The 
synth’s a robot. He's got a necklace around his neck and he's 
touching this symbol. It humanises him - ‘why's he focused on 
this necklace?’ [Andrée] does these great lttle touches. 


TERVIEW We talk cocktails and the death of Lord British 
with WB Games Montreal Senior Producer Ben Mattes 


5 How's it feel to be wrapping up Batman: 
SD Arkham origins at last? 
It feels strange as it's a complex mix of 
‘emotions, Of course I'm elated to be done, to have 
assisted in the creation of something big and exciting 
and meaningful, but there are a lot of other emotions 
in there as well. 

I'm nervous and obsessive, like anyone who really 
cares about a product or service they are working on. 
It's very difficult to say “ok, it’s good enough ~ pencils 
down”. There is this misconception in the industry that 
us producer types are all divorced from the product 
and able to make difficult calls with ease because all 
we see is the bottom line. It isn’t true and | know 
many producers who pushed themselves and their 
teams just as hard as the “artists” because of how 
passionately they care about the end result. 


And finally I'm resigned - we've done the very 
best we could do. We have given this project every 
‘ounce of our energy and love and | sincerely believe 
we created the best game we were able to create. At 
this point all we can do is sit back and watch to see if 
players appreciate it in the way we hope, but there's 
nothing left we can do to impact that opinion one way 
or the other. So yes, [the feelings are] complex. 


Have you plans to celebrate once the game 
launches properly? 

| get to head to lovely London for one last press 
event. Then | fly home on a studio launch party, which 
should be memorable. 


How'd you start in the industry? 
| started as a “Wireless Games Analyst” at a small 


(now defunct) mobile entertainment company here 
in Montreal called Airborne Entertainment. At the 
time “wireless gaming” meant “WAP Bowling” from 
a company called Jamdat (since acquired by EA 
Mobile) and was about as interactive as a Choose 
Your Own Adventure. | designed, coded, wrote, 
QNed and PM’ed something like 10-15 WAP 
games in a two and half year period (everything but 
the art). 

The technology was evolving rapidly, though, 
and quickly J2ME and BREW became the norm 
and |, frankly, wasn't a good enough programmer 
to squeeze fun gameplay onto devices with such 
restricted memory. | transitioned into a producer 
role, getting a friend of mine hired to do the 
programming and the rest, as they say, is history. 


You're pinging across to the UK for launch 
then back to Montreal. It's not the first time we 
have seen you over here. What travel tips have 
you learnt from taking those long haul flights? 


Ihave literally never been asked this question 
before. Wow...ok, here goes: 

Number one. Buy Pay-As-You-Go SIMS in 
every country you travel to. Alternatively get a 
mobile hotspot (a MiFi), although these are harder 
to get than they once were, | am one of those sorry 
people who thought they were covered with their 
mobile data plan before spending two weeks of 
non-stop data use while roaming and getting hit 
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with a huge data surcharge. So, do your 
homework. 

Number two. Hotel WiFi Sucks. It is a universal 
truth, regardless of how expensive the hotel. Use 
Ethernet on your laptop (if you have one) and set it 
up as a mobile hotspot to hook up your tablet and 
smartphone. 

Number three. If flying west to east and you are 
covering more than three hours’ time difference, try 
really hard not to nap the day you arrive, despite 
how tired you may feel. You'll be toast when night 
time rolls around and likely sleep right through, and 
that will force your body to acclimatise quickly to 
the new time zone. 

Number four. If you're able to eat healthly when 
travelling, you can eat healthly at home too. It’s 
counterintuitive as a lot of people think of travel as 
“vacation” - but it absolutely isn’t. 

Number five. Skype/Facetime your kids and/or 
partner every day. 

Number six, Send your family postcards. 

Number seven. Always, always, always bring 
your family back presents. Candy is good, 


What's the best thing you've sampled abroad? 

| was in Amsterdam recently and the colleague | 
was travelling with (our Marketing Game Manager, Julia 
Pung) asked a friend to recommend “someplace cool”. 
He sent us a phone number for an actual Speakeasy, 
complete with secret address, invitation-only guest list, 
etc. We walked in alittle apprehensive, not knowing 
what to expect. 

It had this incredible Old Hollywood vibe going, with 
great music and the largest selection of liquors and 
bitters I've ever seen. The menu was some surreal 
story of a female Tarzan fighting off the advances of 
animals and men alike, with a different drink on each 
page, named after the action that was taking place. We 
ordered the drink of the day which was...orangey....and 
the best drink I've ever tasted. 


When was the last time you were appalling bad 
at a game you were part of? 

Appalling? Never. I'm a lapsed-hardcore, but | 
definitely keep my skills sharp. We were in Germany for 
Gamescom and the senior combat designer (Nicolas 
Monteilhet-Labossiére) for Arkham Origins and | were 
setting up some hands-on sessions for the Deathstroke 
playable challenge maps. In that, we have anew 
gameplay mode called 100-1 which puts Deathstroke 
against waves of enemies of increasing difficulty until 
he has ultimately defeated all one hundred of them. He 
and I had a race to see who could reach the hundred 
first and he won, but barely (| think it was 100 to 98). | 
was pretty proud of my second place finish. 


What's been your best gaming experience? 

There have been a lot. Rather than give a lengthy 
response on any single one I'll rapid-fire through a few 
that come to my mind (in no specific order): 

Standing inches away from Rainz when he threw 
the Greater Explosion Potion that killed Lord British 
during the Ultima Online Beta, 

Placing my Guild's castle (first on the Great Lakes 
server) in Ultima Online. 

Defeating my brother-in-law and all his friends at 
Street Fighter II: Championship Edition (SNES) with my 


“He goes out with 
guys from Rockstar 
Toronto and gets a 
job offer next day” 


eyes closed (and playing as Blanka). 

Encountering that first Colossus [in Team ICO’s PS2 
title Shadow of the Colossus}. 

Riding around in Red Dead Redemption, then | stop 
and get off my horse to help an NPC. He jumps up and 
grabs my horse and rides off. | shot him in the back of 
the head. It put me in a horrible mood and | went on a 
murderous rampage throughout the world for about 
thirty minutes (and | always roleplay the good guy). 

Hitting level 50 and getting my Epic Armour with my 
Dwarf Healer in Dark Age of Camelot (yes, | played a 


lot of MMOs in the day). 

Playing Diablo II for about twenty hours straight 
in a ‘War Against The Sun’ with my brother in law 
fuelled by excessive amounts of cheese and beer. 
Abh....youth, 

Putting on the Bat suit and looking out over the 
rooftops for the first time in Batman: Arkham City 
thinking “this is MY city...” 


PC or console? 
Both, but primarily console these days. 


How big is your gaming collection? 

Not huge by any definition. I've probably got 
about thirty games that | own, with a ton more that | 
borrowed from work and colleagues but brought 
back when I was done. 


What was you first gaming experience? 
Defenders Of The Crown (by Cinemaware) for 
my Amiga stands out. As does Super Mario Bros. 
for the NES but | can't say which came first. | know 
that the NES was the first ‘big’ thing | ever bought 
with my own money and | know that the original 
Prince Of Persia (also for my Amiga) was the first 
game | was ever given as a gift (thanks Mom)). 


What's your best - personal - industry story? 

Some years ago my sister's boyfriend moved to 
Montreal and ended up working as an ESL teacher, 
We were both big gamers and | was just working 
my first job at a dotcom here in Montreal out of 
university, | got him a job there and when | left to 
join Airborne, he gradually took over some of my 
technical responsibilities because he knew the most 
about computers once | left, 

Based off of that experience, he decided to go 
back to school and get a certificate in programming 
and the day he graduated he goes to Toronto to 
visit some old friends, goes out for drinks with some 
guys who worked at Rockstar Toronto and was 
offered a job the following day. 

He is currently a Level Design Director at 
another studio in Toronto and in some ways | fee! 
like | put him on his path, I'm like a proud father, 


Ben Matte 
October 25 
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THIEF 
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Eidos Montreal bring back the iconic franchise for a new generation of stealth built on old values. 


We spend two hours in Garrett's company, and enjoy every second. Thanks to 
sublime control, compelling world and great audio, we're instilled with a sense of 
confidence that we rarely have in first-person stealth games. 

We've mentioned in our previous hands-off impressions how the studio have 
enforced the master thief’s interaction with his environment by way of his hands, 
as they appear on screen to grip comers and slide round painting frames under 
player control to locate hidden switches. It's such a small thing, but we've seen 
how much it grounds the character in the world in other games - The Last of Us 
and Tomb Raider especially. This small but important tactile connection gives you 
a richer sense of being part of the world, 

There's as much enjoyment from Garrett's nimbleness as he moves through the 
city. There's no jump button, but holding LT as you approach low rises will have 
Garrett automatically vault up them, or coupled with a quick twitch of the camera 
upwards, he'll snake up walls and onto roofs. 
Another button tap while dashing and you'll 
perform a slide, coupled with a great audio cue of 
rippling cloaks. 


such tactile connection is 
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not be so fit; running's generous but limited to short dashes, a heart icon flashing 
‘on-screen to indicate the thief's near exhaustion. His leaps towards adjoining 
catwalks or off ropes towards ledges are so short that despite the tightness of the 
dense city streets and their rooftops, you can't free-run the entirety of an area. 
Roofs are that bit too far part, while streets buried below are full of sharp corners 
and dead ends to stop you easily flowing from one end to another, 

We're patrolling Stone Market, one part of a bigger district, several of which 
make up The City in which the events of Thief takes place. As with the other 
districts, Stone Market is a central hub, a labyrinth of winding streets, shadow- 
infested alleyways and roof paths, and littered with beggars and circling patrols. It 
offers diversions outside your actual missions. Even with the clock tower that 
serves as Garrett's home continuously spiking out of the skyline as the one 
anchoring landmark, it still takes most of the session to get to grips with the hub 
layout, and we continually get lost. 

Today's session has us arrowing towards the Crippled 
Burrick to converse with Bosso, one of Garrett's few 
alies, all round scoundrel and for today, our mission 
giver. We've a choice of four objectives to pursue and 


we swipe them all, then ghost round the comer and converse with a local trader; any 
stolen goods are instantly turned to gold coin, so you only need to choose how to 
spend your cash with him. We pick up the full compliment of arrows (limited to ten 
per batch), including choke arrows (to briefly distract guards) water arrows (to douse 
lanterns) and rope arrows - which prove essential for navigating up to important areas 
‘of Stone Market. As per the team's recommendation, everyone also picks up both 
wire cutters and a grate-opening wrench; buying both is an impossibility normally, 
and both are valuable, 

You can shuffle into a sub-menu to track specific target locations, but given how 
‘compact the hub is, you're as likely to stumble upon them just by ghosting around 
the town. We do so, jacking open a window and sneaking into someone's bedroom 
and, cracking a safe we find, unwittingly finish the first mission. 

Riffling through documents and such can reveal clues and side missions, which 
are added to your map. On top of the initial four, we venture into another two. One to 
steal goods from the Watch's storage room, anather to break into a tailor's and grab 


scene and burst through the 


doon 


‘a mechanical hand. The first side quest proves brief, the doorway leading to the 
storage locked, and an investigation of a cable running from it leading to a nearby 
alcove with a box. Inside, we find a set of cogs and wires we can take the cutters to. 

The second is more substantial, a tailor's two-level building, both place of business 
and home, complete with heavies already jostling him for goods. As we enter the 
area, sub-objectives flash up screen - no kills, don't be spotted. We fudge both 
swiftly, Interestingly there's a scene that we watch from a hidden spot, as a heavy 
roughs up the tailor and finally kills him, We wonder whether we can alter this ending 
by stepping in and thus change the story, but we haven't the time to reload and try. 

The PC build looks gorgeous, and the audio, a brooding soundtrack that centres us 
in the world as effectively as our assured movements around it, manages to promote 
menace and an undercurrent of detached violence. Two things that are bubbling away 
at the heart of The City, and will likely play a bigger part as the storyline of the game 
is revealed, We'll be back to find out what that is. Thief has captured our attention. 
Gillen McAllister 
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BIOSHOCK INFINITE: BURIAL AT SEA 


We play through Bioshock Infinite’s story-driven DLC ahead of its winter release. 


Bioshock Infinite's DLC takes place back on Rapture. We're returning to the 
underwater dystopia that was the backdrop for the 2007 original. Except in Burial At 
Sea, we're returning to it during its glory days, before the deep sea heaven fell. The 
year is 1958 and private detective Booker DeWitt gets a visit to his office by a femme 
fatale-inspired Elizabeth, She asks Booker for help to find a missing girl named Sally, 
‘one of several children who have disappeared in the city of late, Without further ado 
Booker - who knows Sally from the past - agrees to help her. 

If you've yet to finish Bioshock Infinite, it may be mystifying how the same two people 
could be in a different world and time, We suggest completing that game, or checking 
Wk for a synopsis, as we don't want to spoil things here - and even then, there's still 
an element of mystery to the events that have led to Burial At Sea. 

There's a noticeable difference in the pair to the duo we met during Bioshock Infinite, 
Booker is more talkative than before, while Elizabeth has a 
much cooler tone, She smokes distractedly on a cigarette, 
is garbed in different clothes, has a new style and seems to 
know Booker already; the private eye however, has no 
recollection of ever having met the girl. 

‘As we step out of Booker's office we're faced with a 
Rapture rebuilt on Infinite's engine and a grin instantly 
‘appears on our face; huge windows peer into the deep 
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black sea on one side, while on the other, neon and distinctive art deco architecture 
hangs on the other. It looks inviting. Familiar, but also a little unusual. This is the first 
time we see Rapture pre-fall, inhabited by civiised people. The utopia it was supposed 
to be, We're walking through its halls before the destruction, before the murder orgies, 
the drug-driven witch hunts by ADAM-thirsty splicers. We spot a Big Daddy working on 
anearby pipe: but that's all is he doing. Working, There's no Little Sister to protect. No 
terrifying brute ready to charge with a drill arm extended, It's almost peaceful. 

‘As we walk, Elizabeth asks Booker how long he's lived on Rapture, His answer is 
somewhat uncertain, vague, Booker’s not able to clarify whether he’s been there since 
1951 or 1948, finally setting on 1949. Memories of his fife before Rapture seem foggy, 
and again, Elizabeth seems to know more than what she says. 

It feels a bit unnatural to be back in Rapture, partly because this is a completely clean 
version of the city, partly because we're here as Booker DeWitt, 
The first third of Burial of Sea is enriched with details that'll taste 
sweet to lovers of the original game. We get to explore, see the 
city full of life and music, listen in to conversations that reveal the 
melting pot that is whispered about; Andrew Ryan and Frank 
Fontaine, names that'll soon alter Rapture’s future forever. 

Of course, the idyll does not last long for our two protagorists. 
After a fateful meating with Sander Cohen (the original Bioshock's 


Rapture artist who had a penchant for cruelty and death), Booker and Elzabeth are sent to a 
part of Rapture that is more familar to the memory, complete as it is with inhabitants who want 
to see Booker's blood spilled. 

It gives us reason to try the revised combat system, We're stepping away from the large, open 
action sequences that dominated Bioshock Infinite, and a step closer to the strategic moments 
of the first game. it requires some reconfiguring of the muscle memory; going in guns and 
plasmids blazing wil see you quickly run out of bullets and EVE. Resource management is 
important, so stealth and surprising enemies is emphasised, 

The freight rails in Columbia that you could zip along via Skyhook still exist in certain places, 
but are relatively few and far between: most battles take place in closed environments. There are 
less weapons and plasmids to choose from - five guns, six plasmids. 

The shrinkage doesn't matter, as the campaign is only three hours long there's not much time 
to get acquainted with what you have, and the first part of this DLC ends on a real clifhanger ~ 
the wait for the second will fee! long. 

Burial At Sea's due before Christmas. Its length may worry, but its content will not. 

Carl Brannstrm 


Have Housemarque produced a must-have PS4 title? 


Housemarque has excelled with its digital games. But while Dead 
Nation and Outland are good, the studio's probably best known as the 
creator of Super Stardust, becoming tied to Sony's console as the 
platform's purebred arcade shoot ‘em up at its best. After an hour and half 
with its PS4 debut Resogun, it's clear they're not worried about 

reinventing the formula, 

Resogun's not a direct sequel to Stardust, but it exudes the same kind 
of feel: no frustration at death, just the need to try one more time. 

The biggest difference between the two is the viewing angle and shape 
of the playing field, Rather than a planetoid you're flying round a cylindrical 
area. Although the shaft's height is low, you can fly back and forth, 
effectively catching enemies from behind. You can also look in the 
background and see what's happening on the other side of the field and 
plan effectively. 

Resogun runs at a fair pace right from the start, and it takes a while 
before special abilities and weapons appear. All will be familiar to genre 
lovers. Boost speeds up your ship, making it an invincible bullet to punch 
through enemies, and on finish your exit from it will unleash a massive 
explosion the size of which is proportional to the enemies you destroyed. 
Overkill unleashes a huge laser beam attack, while Smart Bomb drops a 
detonation wave that cleanses the entire surface of the cylinder. 

The game comes with three ships to choose from, each with slightly 
different weapon specs, and four difficulty settings. The visuals are 
incredibly stylish, the music great. The game's jumped to the top tier of 
games we're looking forward to on PS4. 

Arttu Rajala 


Are there storm clouds on the horizon as we finally take sail with the latest franchise entry? 


Our 120 minute session with Black Flag is divided between two sequences. The 
first has heavier emphasis on sailing and exploration. The other, a focus on a few story 
threads in and around Nassau, where we exchange ship deck for sandy beaches and 
‘swamps, Between both sequences (three years apart in the game's timeline, 1715 and 
1718) we try out what will be the headlines of the game; ship combat, shipwreck diving, 
target tracking, assassinations. Gameplay (diving aside) is already familiar to us from 
previous games, but everything has been reordered in Black Flag and built into a 
grander sense of exploration, 

What's apparent from both sequences is how immediately we take to the new cast 
and crew of Assassin's Creed. Exaggerated personalities these pirates - lead character 
Edward included - may be, but all pop off the screen in ways “historically accurate" 
characters from the franchise's past rarely have, Entertainment, rather than education, 
seems the mantra this time, We haven't bean this engaged 
since Ezio and his ilk. 

We plunge into multiple missions. A surprising newer 
addition is a five-star rating system after each's completion. 
This is, in part, an extension of your present-day character 
working for Abstergo Entertainment, as you access past 
memories through the Animus system. But the system's 
truer purpose is a way for the developers to pool feedback 
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directly from players. While not offering a detailed or specific account as to what didn't 
‘work within a mission, i'l allow the creators to see which mission types are working 
and those that don't, which will impact future content, or even allow them to go back in 
and try and patch missions that are scraping a one star rating. 

For us, sailing is still the biggest draw, but we can see how it may become a bore. 
Assassin's Creed III's sailing was bite-sized, an optional pursuit that dropped you were 
the action was, Scaling the scope up from coastal America to the entire Caribbean 
could thin out the action beats. This isn't Sailing Simulator though, and over the course 
of our session we see how the team's trying to extract the tedium out of sailing. 

Firstly it's rare not to have some shadow of an island looming on the horizon, nor the 
sail of potential prey (or predator) in the distance, Lined erratically between all these like 
breadcrumbs are prizes to be looted from the sea; lost cargo to increase your goods, 
castaways to rescue and restock your crew. You've only got to tap 
contextual button when you sail nearby either to collect them. 

On the PS4, the ocean water is gorgeous, rippling and churning 
as different weather conditions take hold, Storms rollin quickly, 
some dropping line of sight massively with sudden mists, and all 
negating your ship's usual top speed and forcing you to twist and 
turn to avoid taking damage from the massive waves, But we 
question how much more to its there, how much have we left to 


02, ff naval battle is a much larger part of ACIV, then greater variation must be applied. 

Less successful are the shipwreck dives. Flagged on the map and accessible with the 
purchase of a diving bell, you can duck down into the waters below and investigate sunken 
ships for treasure, There's a timed element here as you've only as long as there's air in your 
lungs, and undersea predators need to be avoided as well. Control over Edward is awkward, 
steering him a pain and the resultant lack of confidence makes trips to air pockets rife with 
desperation rather than precision cockiness. 

The time we spend on traditional Assassin's Creed pursuits is when most of the worry arises. 
There's no doubting the beauty of the world built here, nor its variety. But ultimately at the 
game's core are mechanics that have been through ittle change in five years, 

Black Flag's got a likeable cast, and a great premise. We already know we're going to enjoy it 
more than Assassin's Creed Ill, Whether we'll ose the wind in our sails with the naval aspects as 
our gameplay time clocks into the double digits is one slight concern. A bigger one is whether 
the foundations this brave new world is built upon are still sea-worthy, as we come to the close 
of one generation and the start of a new one. 

Gillen McAllister 


VALIANT HEARTS: 
THE GREAT WAR 


Story-driven puzzler using Rayman’s graphics engine tech. 


PC PS3 PS4 XBOX 360 XBOX ONE 


Unlike its sequel, World War | hasn't spawned a lot of video games, 
Even rarer are games set during wartime that don't revolving around 
killing. Valiant Hearts: The Great War checks off both these boxes. 

The core is a 2D puzzle adventure, heavily story driven. Mechanics on 
offer range from simple physics puzzles to light stealth, and it makes use 
of alot of concepts from the point-and-click genre, 

World War I, referred to as The Great War at the time, turned the lives of 
seventy million Europeans upside down with the advent of a more modern 
type of warfare, Valiant Hearts focuses on the Western front as it lets us 
experience it from the perspectives of five very different characters, 

Each character starts their story separately, but due to circumstances 
that'll be revealed during the story. the quintet end up working towards the 
same goal of reuniting two lovers torn apart by the turmoils of war. 

Another uniting factor is a military dog named Walt, who will be your 
faithful companion in the trenches during the entirety of the five years the 
story encompasses, Walt serves as a helper in various puzzles, but he can 
also be under direct player control as you progress in the game. Much like 
Walt each character has their own set of skills and style of play. The tone 
is serious, but there's dark humour as well, 

The game features a striking comic book art style, making use of the 
UbiArt Framework engine made famous by Rayman Origins. The engine 
allows for more flexibility and it makes it possible for the graphical artists, 
animators and level designers to work simultaneously in real time, 

The non-violence approach to a war-themed game is something we 
admire. There is every reason to expect great things from Valiant Hearts. 
Arttu Rajala 
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CALL OF DUTY: GHOSTS 


A last hands-on with single player and multiplayer ahead of next month’s review. 


It's hard not to approach Call of Duty: Ghosts with a sense of déja vu. We know station to burn up in Earth's atmopshere, The rest of the game takes place ten years 

what we're getting to a large degree: an over-the-top campaign, intense and addictive _ after the Odin incident, with the United States no longer a super power and under the 

multiplayer, a progression system that will keep us hooked and some kind of co-op ‘occupation of a South American alliance, 

‘element to top things off, ‘As for co-op, we're introduced to Squads; a mode in which you play alone or with 
‘That said Ghosts represents a new direction for the franchise, perhaps the biggest your friends against bots or other like-minded people, while you still get all the 


change since Modem Warfare came along and brought the series out of its World War progression and benefits of the multiplayer system, The basis of the experience is that 
roots. This is supposed to be a more tactical game, a game where you're not using you use the same characters that you create for multiplayer, There's even a very neat 
the best technology available, but instead have to rely on the element of surprise and system where your squad (the characters you've created and their load outs) can be 
tactical awareness. And it's a game starring a dog that somehow managed to rise to _—_ challenged by other players while you're offline, The success of your squad of bots will 
become the symbol of the franchise overnight. then earn you a modest amount of experience points. Most importantly, the fact that 
We've got a better picture of the single player story. Odin, father of Gods and ruler of |—_Squads is completely integrated with competitive multiplayer, and that you can play the 
Asgard in the Norse mythology, also serves as the name of the orbital weapons station same maps, means that it will ease more players who may have hesitated to try out 
at the centre of the single player campaign prologue. Odin multiplayer into that whole experience, 
is equipped with devastating rods that, when sent down to 4 That is an experience that remains core to what Call of Duty is all 
the surface, decimate the surroundings much like an atom Squads mode Wi ll about. In that respect Calll of Duty: Ghosts is no exception. The 
bomb, except without any of the radiation fallout. You start 5 scope of Squads is quite impressive, and it supports solo play, co- 
as an astronaut onboard trying to stop terorists boarding basa lea br F operative and competitive (squad vs. squad). 
the station and using its frepower for their own ends. who hesistated jn _ Theidea of building your own soldiers (apparently there are more 
‘You only partly succeed. By prologue’s end American = . than 20,000 combinations) and managing them much like you 
cities have been raised by Odin before you can send the tryi hg multiplayer would a sports team or RPG characters is intriguing, and will only 


help to make players even more invested in the game. The fact that your unlocks and squads 
will be available wherever you play (through your Call of Duty profile), and the addition of the new 
clan features (that includes an ambitious new meta game) is simply icing on the cake. 

We try some of the multiplayer modes, Blitz has two teams spawning on each side of the map, 
with a portal in each base. Scoring through the portal teleports you back to your own base 
instantly, The objective is to pass through the portal on the other side (giving your team one 
point), while preventing the opposition from scoring in your end, Cranked is another new mode. 
It's very intense, as you explode if you can't get a second kill within 30 seconds of your first. It's 
interesting in that a really hot player stringing together kills can make all the difference for one 
team as there is a multiplier in play. There's also Domination, and Search and Rescue - a new 
take on Search and Destroy where a teammate can save you after you die by grabbing your dog 
tags. There's also the standard Team Deathmatch option. 

Lean mechanics, peripheral vision when sniping, and knee slides aside, Call of Duty: Ghosts 
presents a title that remains true to the Call of Duty experience we've all grown used to over the 
years, and honestly there is little reason to mess with a formula that works. 

Bengt Lemne 


CHILD OF LIGHT 


Ubisoft's digital title mixes platforming with RPG. 


PC PS3 PS4 XBOX 360 XBOX ONE WII U 


Child of Light's debut got a lot of attention. It's a 2D puzzle platformer 
with turned-based combat and a vivid watercolour design, and is due for 
digital release next year, Its lead writer Jeffrey Yohalem calls it a “coming 
of age story... you're going to go through life - it's that kind of epic’. After 
playing it, we believe him. 

Aurora is a 19th century Austrian Duke's daughter, who awakens one 
day to find herself on a lost continent, and on her search for a way home 
“has to find the sun, moon and stars" which have been stolen by a witch 
of the night, and is joined on her journey by a glowing firefly named 
Igniculus. Child of Light has the look of a Disney flick with a darker 
fairytale twist. With the game powered by the UbiArt Framework engine - 
the same that gave Rayman Origins and Legends their unique look - the 
title already looks fabulous, and it seems like concept artists might finally 
get their due, as they're able to port their paintings directly into the game. 

Child of Light can be played either solo, with a player switching between 
the two characters with a button tap, or as same-screen co-op (the team 
actively avoiding online cooperative, as they wanted players - families - to 
share the adventure together). There is some online functionality, with 
players able to scrawl glowing notes that'll appear in friends' games. 

The game circles the puzzle, platformer, adventure and JRPG genres 
(battles are all turn-based), but its story is built to play out like an epic 
poem like Rime of the Ancient Mariner or Beowulf. With the gameplay an 
interesting mix and the story having potentially enough depth to make it 
an immersive tale, look for this to hit big when it releases next year. 
Gillen McAllister 


\ . 


* VIDEO GAME CINEMA 


As the video game medium h 


matured, many have come to realise 


its unique potential for storytelling. TOBIAS GARSTEN explores the 
medium’s complicated relationship with the movie industry... 


"They're always going to be different. By its very nature, 
there cannot be a plot in a video game." George Lucas' words 
about the potential of dramaturgy [the representation of 
dramal and narrative video games in comparison to movies, 
was met with harsh criticism this summer, and justifiably so. 

Yet itis a striking symbolic assertion of the fundamentally 
different views of the two industries, not to mention their 
complicated relationship. As the video games industry slowly 
begins to approach a film art level of maturity and storytelling, we 
take a look at the relationship between the two, and what makes 
storytelling in video games something truly unique - yesterday, 
today, and in the rapidly-approaching future, 

Why are we so different from each other? Why are games 
regarded as lighthearted and trivial entertainment for teens, and 
why, when game creators need inspiration and benchmarks, do 
they turn to the film industry? While video game reviewers use 
movies as examples of good storytelling and striking design, 
movie reviewers are the exact opposite. Is such a discrepancy due 
to the simple fact that our stories are inferior to Hollywood's? 
Maybe. Quantic Dream's talkative CEO, David Cage, this year 
‘emphasised how little we've progressed in terms of narrative. 

“if you think about it, you realise that we have used the same 
themes, the same words, for nearly forty years. You're the hero. 
You need to kill people to save the world, or free the princess, If 
you compare 1992's Wolfenstein to 2012's Call of Duty, you will 
see that we have made great advances in graphics. But if you look 


at the content and concepts, you understand that we have not 
come far at al.” 

Let us examine his claims. During the mid-eighties the gaming 
industry was still in its infancy. Games, a relative novelty, had only 
taken their first tentative steps towards storytelling. The key words 
that described the game series that would define generations to 
come - Super Mario Bros. - were ‘fun’ and ‘mechanics’ with less 
emphasis placed on its simplistic narrative, Sure, protagonists and 
antagonists existed before - it would not be impossible to try to 
interpret a story of some kind in Pac-Man, but real storytelling was 
stil an art only the classical, linear media had mastered. 

Some, however, had already realised video games offered 
unique potential for non-linear narrative. Back when Mario was still 
called Jumpman and Donkey Kong was his arch enemy, some 
had begun to explore a completely different type of game creation, 
The eatly text-based adventures in the form of Zork and Adventure 
(both released in the late 70s, the latter originally called Advent, 
but the operating system the game was built on didn't allow file 
names of six characters) were the medium’'s first foray into a 
deeper vein of storytelling. Story was not written as a backdrop to 
the mechanics. Mechanics were a way to enhance storytelling. 

For the first time, storytelling was not bound toa 
predetermined path - interactivity had begun to redefine how the 
entire world perceived fairy tales, adventure and intrigue. For a 
decade, text-based adventures with kings and queens were the 
norm; where next? 


The industry was taking Its first wobbly steps towards a 
new form of storytelling, Yet a half-decade earlier Lucas had 
released Star Wars. It was ten years after Stanley Kubrick's 
Clockwork Orange, and four hundred after Shakespeare 
grabbed the pen, and with it, ourhhearts. it would not be 
surprising If the master narrator, on seeing what was being 
attempted, would laugh at the industry's tentative approach 
to dramatic expression, 

With no past history to draw upon, a struggle to 
understand and define what the medium actually was, and 
with a pre-established knowledge of linear narratives 
stretching back thousands of years, it's haraly surprising that 
we still se other mediums as a yardstick with which to 
measure our own against. But while the world and so many 
of us - 'us' being game creators and their fans - either 
misunderstood, underestimated or simply didn't realise the 


view of narrative in games. If the 
original sours material couldn't 
create a better narrative, why should 
anyone care? Was it not enough to 
invest in mechanics and graphics, 
and leave deeper excursions into 
narrative and exploration of 
dramatic themes to the linear 
media? 

For a long time, narrative and 
gameplay were separate aspects of 
‘game design. The former was 
relegated to cutscenes and 
dialogue, if they were used at all. 
1996 PlayStation classic Tomb 
Raider is one of the most telling 
‘approaches to this style of narrative, 
with the world created to justify the 
gameplay and create a certain 
atmosphere. It's a very effective 
approach that is stil used today, Yet 
the difference between Super Mario Bros, and Tomb Raider's 
narrative is microscopic. Thanks to technological advances, 
interactive storytelling was close to yet another breakthrough 
- surprisingly only a year after Lara Croft's first adventure, 

While an overwhelming majority of all storytelling in 
games had so far been linear, a team led by brothers Richard 
and Robert Garriott were in the process of mastering a very 
different kind of narrative, Ultima Online was not the first 
‘online role-playing game, nor the first game to let players be 
responsible for their own storytelling - Dungeons & Dragons 
had long ago let players control the narrative, But Ultima 
Online created a world free of linear narrative, and filled it to 
the brim with stories that the player chose to pursue, 
‘something that no other form of media had managed to craft. 

“Storytelling is a very complicated process. You guide the 
audience. You show them things, giving them insights. f you 


STORYTELLING 1S A ClWPLICATED PROCESS, YOU NEED 
TO SHOW THE AUDIENCE INSIGHTS THROUGH IT 


full potential of video games, there was a slow change. 
1993's Myst was born from technological advancements 
and creative lessons, In the text-based adventures, creators 
had how motivation did not have to be mechanical or 
forced, but how the story-evoked curiosity could 
mes and their narrative forward. While the narrative 
ined linear, and the player's role in the story was almost 
on-existent, Myst marks the advent of the unique capacity 
of games to invoke curiosity and build atmosphere. With no 


protagonist, action or user interface, Myst was the next step 


in interactive storytelling. 
Only a few months before its release, the complicated 
relationship between video games and movies added 
another twist as the first non-animated, video game-based 
movie was released, While their pixelated exploits defined 
gaming generations to come, the Super Mario Bros. cinema 
debut would forever be remembered as a full-scale disaster, 
as Hollywood showed a complete lack of understanding of 
the game medium. It set the bar incredibly low, a bar that has 
only recently been raised. It came to define many people's 


let anyone come in and do what they want it's not a story 
anymore. Then it's just a game. That's the line between 
games and stories." 

George Lucas again. Such a complete lack of 
understanding of the beauty of non-linear narrative is sad to 
‘see, but far from unique, That his own universe is now used 
for non-linear narrative, albeit in the somewhat limited and 
less refined form of Star Wars: The Old Republic, is more 
than a little ironic. He is right in that if you let anyone step into 
the world and do what they want, it's not a story anymore; it 
turns into stories. Every player has their own background and 
future, Roads and weapons are crossed. Alliances are 
created, destroyed and reforged. Friendship, rivalry, jealousy. 
‘Triumph and loss. Concepts Lucas is undoubtedly famiiar 
with, as he used such themes several times in his films. In 
Star Wars, he shows us the meaning and manifestations of 
these concepts. In Ultima Online, we experience them. 

Fast forward a few years after Ultima Online's 
appearance, and one of gaming's most acclaimed series 
made one of its most well-known attempts to do both at the 


FIVE GAMES 
WITH BRILLIANT 
NARRATIVES 
THAT YOU NEED 
TO PLAY 


Bioshock (2007) 
The original Bioshock has reached 
almost legendary status in just over half 


a decade mainly because ofits strong 
narrative, Memorable characters, as 
Well as unequalled atmopshere and Ken 
Levine's brilliant script gave us one of 

the greatest interactive stor 


The Last of Us (2013) 


One of this year’s bast game 
post-apocalyptic horror tale that kept 
the focus on the characterisation with a 
poignant story of two individuals and 
their journey together through a workd 
ravaged by infected humans and violent 
survivors, Emotionally affecting and at 
times heart-breaking, this showed how 
creator Naughty Dog combined the best 
of cinema and interactive entertainment 


was a 


Portal (2007) 


The shortness of Valve's classy puzzle 
masterpiece is inversely proportional to 
the legacy is lft on the video game 
‘world, Behind its increasingly dificult 
series of puzzle rooms, as you worked 
‘much like a rat in a maze, lay a terrible 
truth, Humour and atmosphere makes 
Portal impossible to forget. 


Planescape: 
Torment (1999) 


This cut classic from the developers of 
Gate set the bar high for future 
and proved to the world that 
literary pursuits do not have to be linear 
With its stunning non-linear narrative 
the game offered explorers a richly 
detailed world 


Deus Ex (2000) 


When it was released Deus Ex proved a 
conspiracy theorist’s wet dream. As it 
included the lluminat, a mysterious 
Virus and Area 51, the game had fol hat 
nuts weak at the knees, Unpredictable 
narrative and parallels to our own world 
means the te will aways have a place 
in our hearts. 


same time, as a silent protagonist - Gordon Freeman - created 
one of history's strongest adventures in a linear narrative. The 
two sides of the game natrative, linear and non-linear, were 
moving closer and further away from film than ever before as 
Baldur's Gate and Half-Life released in 1998, 

At the same time that game development started to take 
giant strides in storytelling, Hollywood continued to bastardise 
the medium with movies based on Double Dragon, Street 
Fighter and Mortal Kombat, creating entertainment that was 
as violent as it was free of emotion and intelligence, suitable 
only for teenage boys. It's not hard to understand where 
George Lucas got his view of games from if these were the 
best video game adaptations cinema had to offer. The three 
were further testament to the misunderstanding between the 
two industries, and neither of the three offered rich narratives 
beyond the excuse to fight opponents. 

Baldur's Gate, Half-Life and Ultima Online showed how 
this view of games was fundamentally incorrect. Their three 
distinct narrative types exhibited an unmatched breadth of 
linear narrative forms others cannot even begin to approach 
Ultima Online, gave players a template with which they were 
{ree to create their own stories, Baldur's Gate's branching 
narrative let player actions in predefined contexts determine 
the continuation of the story. The linear narrative in Half- Life 
had us take the lead role in a sci-fi adventure that took full 
advantage of the crossover potential between interactivity and 
storytelling. 

‘These three categories are still used today, and you can 
find them across Bioshock Infinite and The Last of Us, Heavy 
Rain and Mass Effect, Skyrim and Crusader Kings. Games 
that show how closely related and simultaneously removed 
film and games are. If you're wondering why Final Fantasy is 
not mentioned, it's because while the Japanese RPG series 
has always had a strong narrative, it's an incredible example 


BIOSHOCK AND 
MIX GAME MECHANICS 
AND NARRATIVE TOGETHER 


of the biggest problems faced in creating interactive stories. 
Mikael Saker, game designer and script writer for The 
Chroricles of Riddick and Battlefield 3 & 4, met with us to talk 
about just that. 

“In the movie it's pretty well established what works and 
how it works. You know how, for example, how to emphasise 
importance. As we sit and talk here, this table is made of 
wood, You can enhance it in several ways. For example, 
pulling into a close-up, or highlighting its sound [when you tap 
it, The video game has that potential, but only if you choose 
that kind of narrative, | don't think i's a coincidence that 
Heavy Rain, for example, is a third-person experience, Then 
you have the option to choose what to show and what you 
want to reinforce; filtering the experience. On the other hand, 
as we've done in Battlefield 4, we allow the player the find 
themselves in the middle of everything and - as far as possible 
- be completely free to do what they want. Every scene is 
more ike theatre than film." 

Such problems, created when a game's mechanics allow 
the player to lose out on either the narrative or the mechanics, 


Ludonarrative 


Ludonarrative dissonance isa term 
that refers to a difference between the 
narrative and the game's world, which 
you can interact through the game's 
mechanics. I's based on ‘cognitive 
dissonance’, a psychology term that 


describes when there's multiple 
contradictory ideas simultaneously - 
for example, when enemies don't see 
Elie in The Last of Us, 


constitute an interruption of, or impediment to the narrative (a 
situation coined by the term ‘udonarrative dissonance’) In 
some cases, it's one of the biggest problems facing game 
creators. All games contain some form of ludonarrative 
dissonance, whether i's in JRPGs, when the world's about 
to end, but the player's stil got time to dabble in side 
missions and grind their levels up before tackling the end 
boss, or in the likes of Bioshock Infinite were enemies don't 
se the same Vigors the player uses. 

Not all notice this issue, but in games where narrative is 
the focus, it can be the difference between a good and a 
great game, a good or great story. This is where Final 
Fantasy comes in, especially the fourth and seventh games. 
Excellent gameplay mechanics, well-developed story, but 
considerable ludonarrative dissonance in how the story is 
incorporated in the games. Cutscenes and long, explanatory 
dialogues are the result of the huge difference between linear 
and interactive narrative, and the difficulty of incorporating 
{ilm-inspired non-interactive action in an interactive medium, 

The continuation of our journey through the history of 
interactive narrative takes us to one of the most recognisable 
moments where ludonarrative dissonance is overcome, with 
‘amazing results. Every time an aspect of the mechanics are 


“NARRATIVE IN VIDEO GAMES HAS 
MATURED IN THE LAST DECADE. A 


LOT OF WORK HAS BEEN DONE” 
MIKAEL SIMER. THE CHRONCLES OF DIC 


Half-Life 2 

‘What are examples of mechanics and 
narrative woven together? In Hall 

2, itcan be something as 

guard instructing the player to pick up 
soda can, or it can be something as 
fundamental as the player never losing 
control of the main character; 


Non-Violence? 
David Gage has questioned the game 


a place in a good story, but only if it 
fulils a purpose, instead of being the 
game's only allure, Widely differing 
fms 300 and A Clockwork Orange 
reveals that even the fim industry 
disagrees. 


left unexplained or the player is forced to accept that 
‘something just happens to be a certain way, it creates 
ludonarrative dissonance. The lack of this is partly the reason 
for Bioshock's huge success. 

‘The forces behind the linear interactive storytelling of 
Half-Life and its sequel, wherein the player had constant 
control and the main character wasn't designed to arouse 
‘empathy in the player, but to be the player, were absorbed by 
Bioshock. The result was one of the gaming industry's 
biggest accomplishments in linear narrative, Both the 
Bioshock and Half-Life series marked times when game 
mechanics and narrative intertwined to the point where they 
become almost inseparable, 

Rapture's tragic history is revealed both through dialogue 
and the city itself, showing its past with statues, paintings, 
shops, homes and residents. The story was almost entirely 
linear, and carries many parallels to the classic recipe for 
movie storyteling, but uses the game medium's strengths to 
its advantage. The use of hidden messages and double 
meanings are also rarely seen phenomena in games, and 
highights the issue of free wil, a central concept in both the 
game itself and the game medium as a whole, 

Despite these great achievements, the relationship 
between film and games was stil problematic when 
Bioshock was released in 2007, a decade after Baldur's 
Gate, Half-Life and Ultima Online showed huge potential. 
Lara Croft: Tomb Raider and Resident Evil, despite being 
financial successes (and being somewhat better handled 
than previous adaptations) were poor treatments of the 


source material, with simple storytelling and a higher 
‘emphasis on violence. They are hard to distinguish from 
generic half-hearted action movies of the 90s. But how much 
better was the storyteling in the games of the same name? 

‘As with so many other games the stories were simply 
backdrop for the game mechanics, The result of such an 
approach didn't create worse games - some of the medium's 
best lack narrative completely - but when these titles are 
adapted to movies, the consequences are not difficult to 
predict, Despite major advances in storytelling techniques, 
the gaming industry stil suffered from the same issues, which 
brings us back to David Cage's argument. "You realise that 
we have used the same themes, the same worlds for forty 
years, You're the hero and you need to kill people to save the 
‘world, or free the princess.” 

Sure, the theme of a male hero who needs to save 
‘someone or something by using weapons and violence is far 
from unique to games. We're all familiar with the hero's 
joumey, also known as the monomyth, in any game 
developed to an action style template, Movies, novels and 
plays all frequently use it, but nowhere near to the same 
‘extent as story-based games, 

‘A mode lke this can be helpful to follow when you 
discover a medium's imitations and strengths, but as the 
medium struggled to mature, it looked for something new. 

Quantic Dream's Fahrenheit attempted to do just that. 
Directed by David Cage, it was clearly inspired by the movie 
industry's storytelling techniques, and handled heavier 
themes than most games, and the focus shifted away from 
violence to the characters. it was plagued by ludonarrative 
dissonance, using cutscenes to convey narrative. 

‘There are similarities with Telltale Games’ episodic hit The 
Walking Dead, that makes use of lots of inspiration from the 
TV series and even more so from the comic book bearing the 
same name, The resut is fantastic characters and an 
engaging narrative with limited use of the interactive nature of 
the medium. Did it really push storytelling in games when it 
80 clearly looked to imitate non-interactive forms of media 
and failed to make full use of the interactivity of games? 

“if you ask the question ‘is it okay to place the player on 
rails?', some will nod and think it's the obvious way to drive 
the story forward and to prevent the player from missing 
important details. Others however strongly object as it breaks 
the immersion. tt bothers me that there Is no research on this. 
The only thing you can go on is your gut feeling, and | don't 
‘trust that," says Mikael Saker. 

He then goes onto the subject of characters; that main 
characters should be real people, like Joel from The Last of 
Us, or players should be allowed to create their character. 
Either through the classic RPG character creation, or by 
allowing the main character's characteristics, past and 
personality to be largely unspecified, 

“Would the player's experience in Portal be different or 
‘even better if you could see Chell before you started playing? 
Oris it worth anything that you can't? You may, if you wish, 
adopt some kind of connection between the player and the 
character, so the player feels they exist in this situation. 
However if the game then reveals things about the character, 
‘a discrepancy is formed. My gut feeling is that it's better to 
let the player shape their experience, which really makes 
what we're doing in Battlefield 4 completely wrong. But 
there's a huge craving for cinematic experiences.” 

Character viewpoints, illustrated by the likes of Gordon 
Freeman, manifested in an interesting way recently with both 
Journey and Dear Esther. These games have, on many 


occasions, come to be called interactive art, focusing on the 
player's own interpretation of the game world and the 
underlying story. This has long been a familiar style in both 
literature and film, but is a rare sight among games. 

Jon Spaihts , who wrote the screenplay for Prometheus, 
had something patticularly interesting to say about this kind 
of storytelling. 

"Game narrative has matured tremendously over the last, 
decade, Good work has been done, But design requirements 
are fundamentally different, almost opposite to the spirit of 
film. The central character in a game is usually an enigma - 
an ater ego for the player to project their own personality. 
‘The story itself must have a vagueness and flexibility to meet 
the player's choice, This type of dramaturgy is a challenge for 
storytellers. | fear that it counteracts artistry in the medium.” 

Spaiht's view of characters and flexibility within the 
narrative resonates with many well-known games and game 
developers, but the statement about how the medium's 
nearly anti-art sounds strikingly similar to something George 
Lucas could have said. 

He continues: "A fimmaker tries to get you to look at 
something on a particular sosne, almost lke forcing a 


ludonarrative dissonance. The effort to move as much as 
possible, avoiding conflict between mechanics and narrative 
creates an experience where the two almost merge, and 
shows how games and movies are not so different. 

Mikael Saker develops the idea: "Naughty Dog is a great 
example. They make high-quality storytelling. At the same 
time they're far from the same quality as the best in the film 
industry. you ask me, there is no game in the world that, 
can do that. The best we can do is B-movie level. That is, If 
you look at the games where you can make the direct 
‘comparison of course. You can't make the same comparison 
with the likes of Limbo or Braid for example. It's a completely 
different type of storyteling." 

According to Saker we have a lot to learn, and many are 
probably wiling to agree with him. It may well be too easy to 
see our interactivity as a narrative superiority, but when it 
comes to directing the narrative, we stil have a lot to learn, 
both about the limitations of video games and how best to 
apply the known techniques in a highly revolutionary 
medium, He would however, point out that we already have a 
large untapped advantage. 

"Very seldom do we use moral standpoints that we force 


INDIE TITLE PAPERS, PLEASE HAS PRODUCED SOME OF THE 
MEDIUM'S MOST DIFFICULT MORAL DILEMMAS 


particular experience on you. Think of the legendary 
directors, whose perspective is the very soul of their works. It 
is the opposite of a sandbox. It is ajoumey into the mind of a 
visionary of the medium" 

‘Again a filmmaker fails to realise the full potential of 
games, As Heavy Rain , The Last of Us, Bioshock, Half-Life , 
Dishonored, Braid, Joumey, and so many other games have 
repeatedly shown us, games not only provide us with the 
tools and frameworks for creating custom stories, but they 
also have the unique abilty to engage players in directed, 
linear narratives, and the characters and their stories are 
‘open for interpretation and completion by the player. 

Itis this unprecedented level of empathy that makes 
‘Amnesia: The Dark Descent so unbearably scary, which 
makes Journey so poignant and The Walking Dead so 
heartbreakingly sad, All of these feelings can be induced in a 
non-interactive way, but the feelings are rarely empathetic - 
merely sympathetic . The Last of Us shows, however, in a 
most modern way, characters with memory loss or no 
personality are not necessarily needed to create moving 
stories. By allowing the player to build up a relationship with 
the characters, a more intense version of film's sympathetic 
character's relationship is created . A relationship based on 
compassion and identification rather than empathy. That The 
Last of Us uses motion capture for its characters is no 
coincidence; the game has a completely different approach 
than many other games. 

Instead of borrowing the non-interactive style from film, 
creators Naughty Dog took lessons in style, character 
development and dramatic expression from TV series, 
thinking about how to make them interactive, The game 
mechanics may not be the most revolutionary, but just as 
with Amnesia, itis the perfect synergy between game 
mecharics and narrative. This is partly a result of the 
exploitation of the film industry's century-old experience of 
visual storytelling, which is also an awareness of 


the player to seriously consider, There is a fundamental 
difference between movies and games there, Film may 
indeed introduce such a dilemma and let the viewer follow 
‘someone who wrestles with the issue, and ultimately makes 
‘a decision, but in a game, we can force the player 
themselves to go through it and experience what it means to 
make a such a choice, There is tremendous power, especially 
when combined with the presence and immersion possible in 
video games." 

Bioshock is a good example of a game that begins to 
approach serious moral standpoints, but stops short of 
taking the plunge. In the choice between saving the Little 
Sisters or killing them to gain access to valuable resources, 
players were forced to make a decision where the game 
mechanics met storytelling in spectacular fashion, Mikael's 
statement can also relate to the final sequences of The Last 
of Us, where the main character - not the player - makes a 
disastrous choice. Had the experience been more potent if 
the player was faced with that choice, or did the story benefit 
from strong characters who made the decisions without 
player influence? 

Surprisingly, some of gaming's most difficult moral 
dilemmas can be seen in indie title Papers, Please. Without 
any clear narrative, dialogue or cutscenes, a story slowly 
grows around a passport controller in a fictional dictatorship, 
whom, daily, faces the choice between letting people into the 
country even if they don't have a valid passport and thus risk 
a portion of their own income and denying that person entry 
and having them led away by armed guards. The dilemma is 
further exacerbated when it's explained that your earnings go 
directly towards supporting your character's family. 

“That right there | think is exciting. it shows we're working 
with a medium that has tremendous power to allow us to go 
through things that film can not even approach, but the only 
thing we do is mimic what movies do. Some, like Kojima, are 
‘open in the fact that they would rather get involved with film. 


Visionary Story 


Jon Spaints and George Li 
tha 


are given a lt of freedom - there's a 
need for guidance in order to really be 
able to travel ito the mind of a 
visionary, Anyone that's experienced 
ourey know 


thatgamecompan 
that is not the case. 


The Plot Twist 
‘Something that interactive media has 
mastered is undoubtedly the so-called 
cted revelations 
are common in narrative-oriented 
games. Deus Ex helped to popularize 
pt in gaming, and relies 
ability to surprise and 
gage the player. 


Unused Legacy 
Pop culture borrows extensively from 
folktales and myths for storyteling, 
hile many games do so only 
superficial. Portal 2s the exception 
that proves the rule, We believe that 
the game is a direct paral 

story of Prometheus. There! 


ability to create portals to Chell may 
have similar consequences, 


One can also see very clearly how they've borrowed healthy 
chunks. In some cases, it's almost embarrassing. I've been 
through this and done it myself. I's very easy to do such a 
thing and then call it homage. But | think it really is a sign that 
you are not entirely comfortable with making games. It feels 
wasted in many ways, but itis part of the exploration. How 
ong have we been making games? In the beginning when 
you shot a film you put on a theatrical performance in front of 
the camera, Onoe all the accrued knowledge from the stage 
had been absorbed they could proceed on their own." 

Itis therefore not far-fetched to assume that in the same 
way as the film industry has seen video game's ability in 
storytelling, theatre saw the last century's first attempts at 
narrative in the film, although the difference between games 
and film is larger than that between film and theatre. At the 
same time, we see how slowly the relationship between our 
various forms of media is slowly starting to improve. The trend 
was most apparent during the Dice Summit this year, when 
Valve's Gabe Newell discussed the narrative in fim and 
games with JJ. Abrams, 

"In Portal you start without any idea who you are, why you 


ASSASSIN’S CREED IS 
CONQUERING THE BIG 
SCREEN ALONG WITH 


are there and what it means. It is an incredibly captivating 
mystery, and in a way, so is the whole game that follows as 
you try to solve the mystery; trying to understand who you 
are, This is evidently a very different experience than the ones 
we see in movies, but the great mystery that is Glados is 
almost forcing me to figure out was going on. For meit's the 
best thing about the experience; exploration. The more you 
play, the more you learned and the more you felt it.” 

While more movies based on games are in production 
than ever before, Gabe Newell and Abrams revealed that they 
intend to produce one or more films of Half-Life and Portal. A 
Warcraft movie is in the offing , Assassin's Creed is planning 
to conquer the big screen along with Need for Speed, Ratchet 
& Clank, Metal Gear Solid and Uncharted, among many 
others. If these movies can seriously show that stories taken 
from the gaming world, even without their interactivity, are of 
the same class as the ones we are used to seeing from the 
movies, we can probably expect a blossoming friendship 
between our two industries and increased knowledge sharing. 

This is where we stand today. We know our three story 
types; the linear, non-linear directed and the user generated. 
We've experienced the characters and motivations of Mario, 
the enigmatic Myst, Ultima Online, Baldur's Gate and Half Life, 
and finally The Last of Us, Papers, Please, Mass Effect and 
Skyrim; we see no reason why the evolution would stop there. 

‘Games are changing the way we relate to stories. We no 
longer see them, hear them. We experience them, create 
them, modify them, We have a long road ahead of us, but 
What has already been achieved is something quite 
remarkable, 

Tobias Garsten 
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Batman: Arkham Origins 


PC PS3 Wil U XBOX 360 


We knew it wasn’t an easy task from the start. Taking over from 
‘Arkham creator Rocksteady to build another sequel to one of the best 
series this generation was pressure enough for Warner Bros. Montreal. 
The task to match the predecessors was damn-near herculean. 

Let's be clear: we like Arkham Origins, But in the twin shadows of 
Arkham Asylum and Arkham City, it's hard not to view the game as a 
disappointment. In many ways it underlines how brilliantly the original 
developers crafted the perfect Dark Knight experience. 

Origins is a prequel, taking place five years before Arkham Asylum, 
Batman's younger, less experienced, more aggressive, Think Bale’s 
seething anger rather than (original voice actor) Kevin Conroy’s ultra 
cool and somewhat detached delivery. 

The single player campaign is set during Christmas Eve, as Black 
Mask attempts to take over a Gotham underworld that's stil unfamilar 
with the newer breed of supervillain at this point. To mask the takeover 
he releases prisoners from Black Gate to flood the streets, and puts a 
bounty on the head of the Bat - to which eight assassins respond. 
Batman, lacking allies aside from his faithful butler Alfred, decides to 
enter Gotham alone to wage war on its criminal underbelly. 


RISE OF THE BAT 
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‘On geographical size alone Origins is the biggest game in 
the Arkham series. The older part of Gotham, that come the 
events of Arkham City is transformed into a super-prison, is 
only half the game world, There's now a bridge to the north 
that connects old Gotham with the new - and this area offers 
taller buildings and new architecture. 

Crime scene investigations have also been expanded. By 
using his Detective Vision, Batman can sift through scenes 
for clues to reconstruct the course of events, rebuilding the 
crime like some titanic jigsaw. It sounds more expansive than 
it really is. In reality its just about finding small objects and 
scanning them, but it helps set the mood. 

Otherwise, it's mostly business as usual. Combat, as well 
as Predator mode are still in place - there hasn't been much 
tinkering with the formula. So then, where does Origins fail 
to live up to the franchise's extremely high standards? 

Sadly, the answer is: almost everywhere. The game simply 
isn't as refined as the previous titles. The attention to detail 
isn't the same, and this permeates throughout the game. 
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CHARGE & STRIKE 


Origins lifts an idea from 
Arkham City’s Wii U version by 
letting Batman charge kinetic 
energy while fighting, then use 
that charge for stronger hits fo 
short time, helping clear out 
;ome stronger enemies 


(A) Snap to Cover. 


letective Vision 


The story feels like a series of loosely related, disparate a blur as you criss-cross the city from one objective to the next. 
events rather than multiple sections of an overarching ‘And that flags the traversal issues. What buildings you can climb up 
storyline. Things pick up later on in the game, just after Joker onto is arbitrary, and there's not any subtle colouring to emphasise 
makes his debut, but it never matches the previous titles. them, The Batclaw's auto-aim isn't as refined as before, not marking 
The hook of eight different assassins coming to challenge some grabbable ledges that we can clearly see until we're right by 
Batman is a fine one, but many are decidedly underused and them. It makes travel across the city less elegant. 
MULTIPLAYER The biggest issue though is the tweaked combat system, This was 


THE BIGGEST ISSUE ISA TWEAKED COMBAT SYSTEM, Sinners awless peor, Now counter mings a tore ones wie 


NOW EVEN AN ARKHAM VETERAN FEELS CLUMSY sbi” a ee anges a oto boo Ade hi 
Gangs as well as heroes are the game seems to enjoy throwing large groups consisting entirely of 


boss battles are too dependent on scripting; for example on pee a ee Special enemies at you; with the combat alterations, i's frustrating. 


Deathstroke's, you're working towards activating numerous ——ghjecives, Wo didnt havea _-~—=S«ThiS reads as a harsh review, but the basic building blocks are still in 

TEs in which actual damage can be done. chance to play it for this place. And it's a good game compared to others. However it pales 
Despite its increased size, Gotham seems less interesting Lice ete an when stacked against the previous two masterpieces. 

than before. Arkham City made a point to slowly introduce dict come launch The Batman in Origins is seemingly a metaphor for his 

the different neighbourhoods and concentrated the story in creators: less experienced, and making the odd mistake. 


specific areas so you'd learn the layouts. In Origins they are Rasmus Lund-Hansen 


Sonic Lost Wor 


WIIU 30S 


Fans have been waiting ten years for Sonic to shine again. Sega's blue 
icon garners a near-religious blind faith from some even though he's not 
delivered a truly exceptional game for a long time. It's actually surprising 
that it’s taken this long for the speedy mammal to borrow an idea or two 
from his oldest rival, Mario. 

Lost World is simply Sonic does Super Mario Galaxy (t's a somewhat 
gross exaggeration with a grain of truth, though you'll never get the devs 
to admit it). It also uses the split gameplay - 2D and 3D - of anniversary 
title Sonic Generations. Those stages in the third dimension are no longer 
a series of straight race-style paths, but cylindric pipes on which Sonic 
can run round the entire length and circumference of. The same idea used 
by Nintendo in Super Mario Galaxy, though without the heavier emphasis 
on centralised gravity, and given the emphasis on speed with the 


THE RESULTS OF THE FUSION ARE A MIXED BAG, AS 
THE NEW IDEAS WORK BEST DURING THE 2D LEVELS 


hedgehog, exploration's been tossed into oblivion. Instead, this new 
gameplay style and perspective heightens the roller coaster effect that 
seems to be the focus ever since Sonic raced into the 3D world, 

The results are a mixed bag, working best when the developers blend 
new ideas into the best of the series' past efforts in the 2D levels, with 
enclosed corridors, and secrets hidden behind changing perspectives. 


Gere 


Sonic blazed onto the Sega 
Maga Drive back inthe 90s 
as the companys answer to 
‘Mario, If not matching the 
heights of Nintendo's (con, 
he did see four fantastic titles 
bearing his name. However, 
he never managed to adapt 
‘to 3D as well as the plumber, 
and as such his adventures 
‘trom Dreamcast on have 
been a caleton of average 
to ought aves, Fans 
stil ald out hop forthe 
mamimal to reclaim his glory. 
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Unfortunately Lost World also falls into the pitfalls of previous 
‘3D games, as you feel like you're playing a QTE sequence with 
timed button presses. Movement is so fast on some of the 3D 
stages it feels like Sega see no other solution but to take 
control from the player. So you sit back, press a button and 
bounce along a few platforms. Which quickly becomes boring. 

The 2D sections are a different story as the pace slows. For 
the first time Sega have realised that control needs tightening 
and so Sonic's now got a dedicated run button alongside his 
spin dash attack one, It means you spend time platforming and 
exploring properly. 

Prior to the launch of Sonic Lost World there was a big push 
for The Deadly Six, a new breed of enemies for the ‘hog to. 
tackle. Sadly all are about as generic as they come as far as 
their personalities and looks go. At least the challenges that 
come with fighting them are interesting, as they often play with 
the perspectives and shifting platforms to such an extent that 
you often have to combine reflexes with a little ingenuity. 

Lost World contains elements that'd make for a really good, 
solid title. Unfortunately it also contains some that aren't as 
creative, and the links between everything haven't been as 

polished as they need to be. As a result we have yet 
another chapter in the icon’s life that's far from his 
greatest, and struggles to be relevant. A pity. 
Thomas Blichfeldt 


TAKEDOWN: 
RED SABRE 
PC 


Genre 0 Publisher Rolease 


Ambitious idea, bad design. Red Sabre 
started as an idea to bring back the classic 
tactical shooter. A game that would harken 
to the early Ghost Recons, Rainbow Sixes 
and SWAT titles. A game that would allow 
Us to time travel back to the late 90s when 
the genre was booming, Long before Call 
of Duty had come to influence the design 
of all other shooters, Takedown: Red Sabre 
does just that: it brings us back to the late 
90s, Just not in a good way. 

We've struggled to get online to try out 
the core component of the game, only to 


JUST GETTING ONLINE 
FOR A MATCH IS A META 
GAME IN ITSELF 


find numerous gameplay issues that 
stopped us from enjoying our time, 

Playing a game of Attack and Defend 
(one team defends a bomb, the other tries 
to defuse i) with just a couple of other 
players proved a weird experience. The 
almost complete lack of guidance meant 
‘we spent the first few rounds figuring out 
the game mode and how to differentiate 
between teams (no coloured gamertags 
cover the characters here). And while the 
lack of assistance is in part a feature, there 
could certainly have been a better set up 
to encourage tactical play and planning. 

‘The multiplayer of Takedown is, simply 
put, severly broken at this point. Getting 
online is a meta game in and of itself, The 
fact that there is no information in the 
menus about what guns each loadout 
contains is baffling, and it seems as if the 
developers confused being hardcore with a 
complete lack of useful information, 

‘The handful of maps included could have 
been the foundation for some interesting 
co-op and competitive play had it not been 
for a multitude of issues elsewhere, The 
mechanics are solid enough and true to its 
hardcore vision there is litle hand holding. 
‘The developers are naturally working hard 
to fix the most urgent issues and hopefuly 

they can fix the other flaws. As 
itis though, we'd advise you 
avoid it for now. 
Bengt Lemne 
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Rocksmith 2014 


PC PS3 XBOX 360 [Exxamerane 


We used a bass guitar as basis for this review. But even if you're only 
interested in lead guitar, read on. Impressions are the same irrespective of 
instrument choice. 

‘The original Rocksmith took a decent stab at teaching aspiring 
muscians the intricacies of guitar. Where it came up short was in its 
presentation, with a mired user interface that was needlessly convoluted 
and failed to direct you towards what you needed to learn in order to 
progress. Added to this there was a series of smaller issues. 

For the sequel, the team has worked hard to correct the problems and 
clean the UI so it’s gleaming with the newness and accessibility of an 
iPhone 5. A helpful guide will breadcrumb the most useful sections from 
the start, and refine your next steps based on how you're performing. tt 
now feels much more like a (smart) digital teacher. 

Lessons are comprehensive, stretching from putting your guitar strap 
‘on and holding the instrument correctly, to changing strings and buying 
amps. In-between there's a long list of techniques to be taught, with a 
video playing first to show you the hand movements, then an in-game 


WHEN LEARNING A SONG, ROCKSMAITH WILL 
LISTEN AND SUGGEST LESSONS 70 TRY OUT 


tutorial, followed by you practicing, tt'l slow everything down if you're 
strugging. Similarly when learning a song, Rocksmith will isten to your 
performance and suggest a trio of lessons that are tailored to better the 
song you're playing. With nearly zero loading, jumping between sections 
is painless and lets you focus on what's important. 

You'll be pointed towards Guitarcade, Rocksmith's expanded lst of 
mini-games which aid in building up your muscle memory and ear. The 
games are based on 80s arcade titles, and the quality is mixed, but do a 
good job in turning the dryness of some lessons into fun gaming goals 
that require mastering techniques to achieve high scores on each game's 
leaderboard. Our favourite is Scale Warriors, a side-scrolling beat'em up 


Release 


that drops enemies onto a floor of different frets and 
strings, letting you combo attacks for higher scores 
if you hit the right chords in order, 

The song list is good, the multiple ordering system 
great, but unless your taste is wildly eclectic, there 
may only be a small number of songs you want to 
replay. But it at least gets you trying different genres. 

Rocksmith’s not perfect. tt does its best to stagger 
techniques, take it slowly. But soon enough the 
lessons will steer towards terminology that'll throw 
you (or have you reaching for Wik). Equally some of 
the lesson videos don't inger long enough nor angle 
the camera better to show hand positioning. We 
took a look at the Hammer-Ons and Pull-Offs video 
several times and we stil couldn't work out where to 
place our fingers correctly - a virtual teacher can't 
‘grab your digits and reshape them the right way. 

Some techniques are picked up as correctly done 
when we knowingly avoided them; palm muting has 
your hand resting on the strings as you play. When 
we tried, we failed the practice run. We played not 
using the technique and the game passed us. As 
the team have said themselves, there's a limit to 
how precisely they can measure and coach players. 

This isn't a game per say. There is a multiplayer 
mode, but this isn't a party game. Yet its ability to 
teach you to hear when you're playing a sour note 
and to have you actually playing along on a real 
guitar is such a rewarding experience it leaves 

Guitar Hero and the like in the dust. 
It's definitely an improvement over the 
first. The team have done good, 
Gillen McAllister 
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Beyond: Two Sou 


Scoring Beyond is impossible without considering Heavy Rain. 
Quantic Dream's previous title was divisive. There were those who 
bemoaned the control scheme and the occasional plot hole, while 
others raved about the powertul, interweaving story and accomplished 
delivery. In Two Souls, the French studio has created an equally 
powerful narrative, but the issues that polarised before are just as 
evident this time around. Perhaps even more so. 

Players assume the role of Jodie Holmes and her companion, Aiden. 
Aiden is an entity of unknown origin, who has been by Jodie's side 
since birth. Their story spans nearly twenty years, from her childhood, 
through to her mid-twenties, and that passing of time is presented in 
non-sequential order, with levels - or scenes - arranged in a way that 
shuns chronology as we're used to seeing it. 

While the non-chronological pacing of Beyond is undoubtedly 
ambitious, brave and masterfully done, it's also done out of necessity. 
It's clear that the same story traditionally told simply wouldn't have 
been as exciting. Because the studio decided to explore narrative and 
structure in the way it has, we can view the scenes that make up 
Jodie's childhood as momentary lulls, changes of pace, and as 


Release 


(Quantic Dream are derided 
‘and lauded in equal measure 
asthe studio has attempted 
to fuse cinematic narrative to 
xperiences, The 
on OTEs over full 
acter control inthe 


son wy not only ha 
split opinion, but given, 
orcs plenty of material to 
disc ther ther titles 
are actually games, 


range from soli 
ceptional. At times it's an 
emotional roller-coaster 
wrenching the player between 
heartwarming encouragement 
and heartbreaking sadness 


opportunities to deliver context to the story and explain the 
motivations of the characters. Otherwise, we'd be stuck with 
a dull as dishwater first act. 

There's two sets of disparate controls to master. Jodie's 
actions are controlled through inputs similar to those found in 
Heavy Rain; left stick to move, right stick to look around and 
activate actions highlighted on screen. Entering into combat - 
something that happens frequently - brings on a shift of 
approach. Using the right stick, players must anticipate the 
momentum of an incoming attack and counter it with a blow 
in the appropriate direction. Frustratingly, some of the visual 
clues needed to counter incoming attacks can be hard to 
read, their subtlety leading to missed opportunities. 

The rest of the action is consigned to QTEs and button 
mashing. It's all very prescribed, and if the inclusion of QTES 
makes you feel sick to the stomach, this is most certainly not 
the game for you. 

Aiden's controls are very different. Whereas Jodie is played 
from a third-person perspective, her accompanying entity is 
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activated by a simple button tap and we switch to a first- 
person view. He's not always an available option, but when 
he can be selected, L1 and L2 control elevation, and analog 
sticks move him around, He can interact with objects, or 
possess soldiers, strangle them via a Vader-esque throat 
grip, smash scenery, activate equipment, and in certain 


THERE IS SOMETHING MISSING FROM THE FORMULA 
HOLDING THIS BACK FROM GREATNESS: FREEDOM 


‘together. One plays as 
Jodie and the other as Adan, 
The cinematic leanings ofthe 
game make t well suited for 
circumstances he can heal people, channel the spirits of the haring and watching, and 
dead, and confer the history of inanimate objects unto his 
real-world partner. 

The juxtaposition between these two perspectives is at the a ‘a 
very heart of the matter. There is still something missing from z 
the formula, something that holds Beyond back from 
greatness: freedom. 


themselves geting bored, 


THE IMPERFECT OTE 


A major concern with the 
implementation of OTEs come 
down to failure, I's not easy to 
screw things up, and once this 
realisation sinks in, it robs the 
‘game of an element of drama, 


‘At numerous points in the campaign the lack of player autonomy 
becomes painfully obvious. There were moments where, had different 
options/paths been offered, it would've heightened involvement, 
encouraging a greater connection with the action, and an ownership of 
the story. Instead of freedom all we could do was follow the scripted 
narrative laid down by the game's designers and writers. 

The story path is linear, even if the chronology is eschewed. Thi 
scenes play out in the same order every time, and even when actions 
are changed during subsequent play throughs, very little alters when it 
comes to each scene's end, Outcomes that are seemingly cast in iron 
bookend each encounter, and no matter our actions in the game, the 
characters around us don't seem to veer from preordained opinions. 

Our advice; own that first play through. Let yourself get immersed in 
it. Enjoy it. Put your heart and soul into it and make it yours. It's that 
first meeting that's so enticing, so involving, so unique. After that, if 

you must play it through again to see what you missed, give 
it months, not days, between your visits. The second bite 
is ne'er so sweet. 
Mike Holmes 
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GAMEREACTOR 


The graphic gods at Crytek are back 
for a third serving of their loved action 
9s. Read our big review today. 


Metal Gear Rising 


Tho highly lethal dberninja 
‘own adventure 


pet tig 


Metal Gear Rising 


hoke full of coo! boss- 
story and good humour 


The highly lethal Uberninja stars in his, 
own adventure choke full of cool boss: 
fights, strange story and good humour 
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RAIN 
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The story sounds familar. There once 
was a small boy who got lost in the rain. 
The boy made his way through a vilage 
that had been tumed into a maze by a 
devastating storm in order to find a small 
itl, who's being hunted by an evil being 
lurking in the darkness. 

There's a twist though; the boy, the gi, 
the monster and all other enemies in the 
game are invisible. 

The only thing that reveals the silhouettes 
of the characters are the raindrops that 
keep falling from the sky. The wet outlines 
reveal frightening creatures that hide in the 
storm, and it makes it even more scary that 


THE GAME’S BEST WHEN 
YOU'RE LEARNING THE 
RULES OF THIS WORLD 


you're being chased without ever really 
knowing what itis that's chasing you. 

It's an interesting concept that works well 
with the mechanics. You cannot see what 
the litle boy looks like - only his splashing 
footsteps and the raindrops that land on 
his body. And there is no way to fight the 
monsters. The boy is only left with the 
option of running, or hiding from the rain by 
standing underneath a roof or jumping into 
‘a deep puddle. 

‘The game is at its best when you learn 
the rules and explore new ways of taking 
advantage of the rain and the invisibility, 
Larger creatures can be used as cover 
from the rain, certain enemies can see clay 
that has gotten stuck on the boy's clothes, 
and puddles can be used to spot invisible 
monsters. Soon though, you've seen all the 
mechanics, and the concept becomes 
tedious - halfway through the three hour 
long journey. It gets worse as puzzles 
repeat and levels look identical to previous 
‘ones, and sadly the story also fails to 
‘engage all the way unti the end. The 
narrative suffers as a result of having been 
drawn out; it's sad to see Sony Japan 
Studio opting for quantity over quality. 

It's a great concept that combines a dark 
story with an interesting game mechanic. 

But it's not the kind of fairytale 
that wil stick with you and 
truly capture your imagination. 
Mathias Holmberg 
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F1I20183 


In Classics mode you will be 
able to record record lap times 
with some of the most iconic 

cars from the sport's past. 
However, Itfels like more will 
be added as post-launch DLC. 
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‘Acorner is not just a corner. It's a challenge that sets you up for the 
next. Ifa corner is followed by another, you're forced to calculate the 
fastest path through both. If it's followed by a straight, then you have to 
factor in that every lost fraction of a second will be multiplied over the 
straight where the speed at which you enter carties over and decides 
your top speed. 

These are some of the basic detalls that fans of the world's biggest 
motorsport love to dissect. And your willingness to dig into them and 
enjoy these aspects will dictate how much pleasure you will be able to 
derive from the latest edition of Codemasters’ F1 series. 

Hf you've read up on F'1 2013 you'll have heard about a feature that has 
nothing to do with today's sport - Classics mode - were the developers 
have included some of the most legendary drivers, cars and tracks. In 
other words you will be able to record record lap times with a Lotus 98T, 
a Ferrari F1-87/88C or the iconic Wiliams FW12, The developer has 
made sure ital looks like a’ TV production from back in the day when you 
race with the classics. Sparks fly from the cars, the colours are more 


OPPONENTS ARE MORE SOPHISTICATED AND 
REALISTIC AS THEY TRY AND PASS YOU BY 


sober, and the lack of aerodynamics makes it so that the cars, and 
therefore also the cameras, move far more violently over the straights and 
into comers. 

The whole Classics offering should appeal to nostalgics, but while the 
included content should bring a smile to the lips of fans, it's sadly a little 
lacking. Only two tracks are included with the standard edition, and only 
serve to whet your appetite for more, 

Classics mode is naturally only a small part of a greater package where 
you'll ind your typical options like Grand Prix, Career, and Proving 
Grounds, the latter which is once again full of clever challenges. In fact, 
Proving Grounds has been turned into a treat for those who don't have 


the time or patience for a full race. 

Itis in Career where you'll notice the biggest 
changes. A lot has been said of improved artificial 
intelligence, but it stil doesn't take long until you 
find holes that can be exploited. It's up to the player 
to do a bit of roleplaying, and if you do this you will 
notice that the opponents are more sophisticated 
and realistic as they try and pass you as they make 
better use of slipstreaming. 

The biggest change is the revamped tire physics, 
which mean races play out and feel far more 
realistic than previously - to leam from your Race 
Engineer that your tires have been spent, three or 
four laps ahead of your race plan, is enough to 
make you panic. 

Visually Codemasters have pushed the current 
console generation to its limits, and there isn't much 
of an upgrade since last year. Once again we opted 
to review the PC version, and while the game races 
‘onto the screen with an unrivalled sense of speed 
and a framerate that holds nothing back, you do 
tend to miss some details and life along the tracks. 
That said, there are no games that are capable of 
recreating rain the way Codemasters does. 

There is no doubt that F1 2013 is the most 
playable edition of Codemasters’ series to date, but 
there is also no question that the game has gotten 
to apoint where only the most dedicated fans will 
notice the improvements that are being made. 

Whether these incremental improvements 
are enough to warrant purchase is up 
to you to decide. 

Thomas Blichfeldt 
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Pokémon is a series that's doing something right. Since its original 
release, it's retained large sections of its fan base and continued to 
create new poke-addicts. Now, in its sixth generation, the Game Freak 
development team have been tasked with creating an updated and 
fresh approach to the ongoing series, Rather than wholesale changes, 
they've opted to revamp the presentation, refine many mechanics, and 
introduce new features. 

Players set out to become the greatest Pokémon Trainer, this time 
in the France-inspired Kalos region. To achieve this goal they journey 
across the huge region, armed with a starter monster and a pokédex. 
Goals are simple - find monsters, capture monsters, raise monsters, 
battle monsters. 

You meet people in towns, cities, and the routes you travel. Although 
many fight you on sight, it's a world where almost everyone is friendly. 
They don't mind you wandering uninvited into their homes. They'll 
often give you hints, tips and items rather than show you the door. 
Even the game's antagonists, Team Flare, aren't hugely menacing. 

The world is huge, especially if you take time to explore it. In an 
effort to alleviate some of the burden of traipsing from place to place, 


POCKET MONSTERS 
Pitched to Nintendo in 1990 
as ‘Capsule Monsters’ it 
‘wasn't until 1996 that Pocket 
Monsters Red & Green came 
cut in Japan. Rebranded as 
Pokémon Red & Blue’ for 
thelr 1998 UK release, the 
games proved a hit with 
children and aduts lke. 
‘What followed was sixteen 
years of sucoass. 


OLD AND NEW 


Plenty of new pokémon make 
debuts in Xand Y, and a 
number of old favourites return 
to be rendered in 40 for the 
first time on handheld 


various ways to get around have been introduced. Within the 
first hour you get roller-skates, and soon you can ride a bike, 
or mount larger pokémon to cross impassable terrain, 

New monsters are found in abundance, each created with 
the new colourful 3D style in mind, Even old favourites like 
Squirtle and Charmander return for a 3D overhaul, making 
them look better than ever, 

New monster-type, Fairy, is an exciting inclusion, They're 
tough to beat, and great additions for tactical players. Fairy- 
types use a wide variety of defensive buffs and status 
inflictions. They're also incredibly effective against dragons. 
Often a strong Fairy ability can one-hit KO the formally 
‘overpowered winged beasts. 

‘Mega Evolutions’ is an ability granted about halfway 
through the journey. Considered the greatest secret of Kalos, 
learning about them is a significant part of your quest. With 
Mega Evolution certain monsters temporarily go beyond the 
last stage of their evolution. Despite being presented as a 
difficult ability to master, it's really just a new option to select 


So! Do you remember that I'm the Gym Leader 
in Shalour City? 


in battle once certain requirements are met. 

Horde Battles, where players fight five low-level pokémon 
at once, and Sky Battles, where players can only use flying 
pokémon, slightly diversify combat. Horde battles can be fun 
while Sky battles are interesting because they limit the 
pokémon you can use - unfortunately, Sky Battles are few 


PERHAPS BECAUSE ITS MAIN AUDIENCE |S KIDS, A 
LOT OF THE IN-GAME COMBAT LACKS CHALLENGE 


and far between. 

Perhaps because its main audience is children, a lot of the 
in-game combat lacks challenge. Victory can be frustratingly 
simple despite the intricacies afforded by the mechanics, 
while Al challengers repeatedly try ineffective moves and 
seem completely oblivious about protecting from elemental 
weaknesses. 


RIVAL SCHOOLS 


Four frends and rivals, each 
with their own goals, join 
You from time to time, When 
reunited, they test your 
progress in diferent ways. 
‘Serena (or Calem) constantly 
wants to test har (or his) 
might against you, Trevor 
challenges you to compara 
pokédexs, Shauna shares 
Unique experiences with you, 
‘and Tlerno just wants to find 
okémon to dance with 


QUICK TRAVEL 


‘There's loads of ways to travel 
through Talos; roll 
biking, surfing on we 


riding larger monsters, 
impassable terran, 


More competitive combat is available in online multiplayer, The PSS 
(Player Search System) shows friends who are online, people that 
you've interacted with, and passers-by - other players nearby that your 
‘8DS has noticed, Selecting players from the PSS sends them a 
notification that you want to trade or to fight, allowing them to save 
their game and prepare themselves before responding to your request. 

The bottom screen is also where mini-games are accessed, 
Pokémon-amie is similar to a virtual pet, letting you play with your 
pokémon - monsters with high affection for their owners perform better 
in battle. Despite those advantages, Pokémon-amie quickly becomes a 
chore, The mini-games (heading balls of yarn, picking seeds, picture 
puzzles) get tiresome very quickly. 

Game Freak have created a delightful world to explore. There's so 
much content that even after completing the story there's still plenty to 
do. The turn-based combat, and opponent Al could still use some 

updating, but new features, and engaging visuals show 
great strides forward. X and Y will be looked on very 
fondly in years to come, 
Jon Newcombe 


The helping line with set 


have been lft in, and you 

not switch them off either. 

ven if these lines only give an 

oximation of where the ball 

ul end up - it sil too easy to 
reusing them, 


Pro Evolution Soccer 2014 


Publisher 


PC PS3 XBOX 360 = 


It’s obvious that Konami have lost the football licence war with FIFA. 
When it comes to arenas, PES only offers nineteen, and not all of them are real 
world stadiums. Then there is the lack of rain, 

EA Sports have not struck an exclusive deal with the rain Gods, The lack of 
vertical moisture is due to technical reasons. A wet lawn alters the conditions 
and physics of both ball and player. If we are to believe the PES team, there 
simply wasn't enough time to implement wet conditions this year. But at least 
this provides us with proof that the game has been rebuilt from scratch. 

PES 2014 is a very different game compared to its predecessor, It only takes 
a few seconds to realise that it's not just a matter of some minor tweaks and 
changes; something is fundamentally different. The flow of the game has 
improved significantly over last year, mainly due to the increased intelligence 
shown by Al players. Very seldom are your teammates standing idly by. Instead 


GAME FLOW HAS IMPROVED SIGNIFICANTLY SINCE 
LAST YEAR DUE TO INCREASED Al INTELLIGENCE 


there is constant movement. You don't have to wait long for a teammate to 
make himself available for a pass. Advancing through short passes is now a 
viable option. 

It's especially gratifying to see how well the Al players understand the game 
inside the penalty box. They understand how to move and position themselves 
to be useful. This is by far the greatest single feature of the new PES. Reversely 


Release 


Pro Evolution Soccer and the 
n locked 


FIFA sora 
in-apiteh wa 
as both 
retal sales 
oftheir annual tes, EA 
managed to keep FIFA ahes 
of ts competitor for along 
time, but Pro Evo has stared 
tocatch up, with this year's 
eaiton just pipping FIFA to 
the post. 


this also forces us to deal with the clever offensive tactics of the 
computer controlled team. There were times when the genius 
moves of the Al simply had us flabbergasted. 

Battle for possession is completely revised, It comes across as 
something of a fight, and it's not always enjoyable, Capturing 
possession simply by running past your opponent is much more 
difficult to pull off and requires perfect timing. 

Goalkeeper intelligence has improved slightly, but there are stil 
some annoying behaviours to be found. in one-on-one situations 
they often time their rush very poorly and can easily be beaten. 

‘The referee is more lenient than he perhaps should be. While 
collisions often appear harmless on screen and thus are ignored by 
the referee, they stil often result in lost possession or prevent a 
quick break, Itis certainly the source of some frustration, 

In terms of visuals PES has been ahead of the pack for years, 
and this an aspect that has always seen improvement. Players are 
actualy more detailed than what you'll see in most curent first 
person shooters, while the devs have also spent a lot of tine 
recreating the visual details of the stadiums. 

This year's edition of PES comes with new quirks. It remains to 
be seen how it will improve with patches in the future, but in spite 

of these flaws Pro Evolution Soccer 2014 proves 
entertaining. Largely thanks to the improved artificial 
intelligence it manages to surpass its predecessor. 
David Moschini 


FIFA 14 


Football is meant to be harsh 
and unforgiving. Your 
performance has to have 
consequences, and this fs 
erhaps the best career mode 
an in FIFA. 


PC PS3 PS VITA XBOX 360 |) ovr pain rt 


You should wait for the next-gen versions. EA haven't been shy about 
the fact that they spent most effort on developing the Xbox One and PS4 
versions, and clearly the Xbox 360 version has suffered as a result - at 
least from a visual standpoint. Faces and hairstyles aside, everything is 
identical to last year's edition (and maybe even the year before that), But 
it's the inside that counts, and even if the crowd looks as though it has 
been ported over from a unthawed Nintendo 64 cartridge, {FIFA 14} stil 
has a lot to offer on our okler consoles. 

The biggest new feature is called precision movement, a result of a 
reworked physics engine. This means that players don't simply flow 
across the pitch with complete disregard of the laws of nature. Instead, 
they need to accelerate, gain momentum and push off to turn. It basically 
changes everything. 

Shots, feints, runs, dribbles, passes, long balls, tackles and saves are 
all ingredients that need to be reconsidered now we can enjoy the more 
realistic on-pitch movement. 

It's a welcome change that adds to a more realistic look, but it soon 


IT BECOMES PAINFULLY OBVIOUS THAT THIS 
NEW SYSTEM SHOULD HAVE BEEN POLISHED 


becomes painfully obvious that this new system could have done with 
‘some more polish, 

There are also other parts of the game where the more cumbersome, 
realistic physics engine collides with old systems. The off-side flag is 
raised more often than ever as attackers don't turn around quick enough 
after runs, and it sometimes becomes painfully obvious that the 
arimations haven't really caught up with the new systems. 

Itis what itis, but we were expecting more after similar alterations in 
NHL 14. On the other hand that game was developed solely for Xbox 360 
and PlayStation 3. 

EA have pointed out that precision movement isn't meant to give 


players more control, but to reinvent virtual football in 
amore realistic version. We get their point as we miss 
a scoring chance as our player is unbalanced. Where 
previous versions had allowed us to trigger a pre- 
determined animation, FIFA analyses the steps taken 
before attempting the shot, and the player's run-in 
with a defender a couple of yards back sets him up 
for failure. it's completely logical that we miss as the 
ball is rolling away from us after the duel. 

‘The physical part of the game is something that is 
more heavily emphasised than before. We're forced to 
scrap the old tactics of running straight into a 
defender, as this now results in a frontal colision 
rather than keeping the momentum and continuing on 
with the ball, You also have a new option of pressing 
down the left shoulder buttons in order to turn your 
back towards the defender and shield the ball. 

Martin Tyler and Alan Smith are more muted than in 
previous games, The dynamic duo seldom speak at 
length, and only tend to say something when they 
mention who's got the ball or when there is a scoring 
‘opportunity. Audio isn't exactly setting the world on 
fire, In order to emphasise the crowd sounds, the 
volume of the commentary is lower, which creates a 
weird, rather than breathtaking, effect. 

In many ways FIFA 14 offers the same gaming 
experience as before with a polished career mode and 
‘a rewarding physics engine, But as it stands we 
cannot fully endorse a purchase if you own last year's 

edition and you're not a die-hard fan of the 
series - let's see what next-gen brings to 
the pitch with PS4 and Xbox One. 
Oskar Nystrém 


PAPERS, 
PLEASE 


Genre Pub Rel 


Red tape can be intriguing. Who'd have 
thought that playing as a bureaucratic 
border control officer working in a pseudo- 
Soviet state circa 1982 would be such an 
intriguing endeavor? Papers, Please puts 
players behind the desk of a booth on the 
border of Arstotzka, with the aim to sift 
through people's papers as they make (or 
attempt to make) their way into your 
country, weeding out those who don't 
have the right credentials to cross the 
border by checking their papers closely. 


THE DESCRIPTION SOUNDS 
UNDERWHELMING, BUT IT 
ISA COMPELLING GAME 


‘The description’s underwhelming, but the 
‘execution is far more compelling. In 
essence, it's a puzzle game, You check 
dates, stamp documents, ask questions 
and check for discrepancies, but before 
ong you've got to consider a list of 
caveats as Jong as your arm, and more: 
forms than you can shake a stick at. 

Success is measured in the amount of 
‘cases you can process in a working day. 
The line is always too long, the workload 
more than you can manage. The more 
people you process, the more you get 
paid. If you make too many mistakes, you 
have to pay a fine, and this is docked from 
your take home pay. Significant because, 
like all good citizens, you have a family at 
home who look to you for financial 
‘support - pay the rent, buy food, or 
medicine when they get sick. A fine can 
be disastrous, and makes the bribes that 
will eventually come your way all the more 
enticing. 

This wouldn't make for a compelling 
‘experience in itself; developer Lucas Pope 
elevates the game by underpinning the 
monotony of the day job with a politically 
savyy story that grows in stature as the 
game rolls on. 

This is a wonderfully paced, intriguing 

and emotionally charged puzzle 
game like no other: make sure 
to play it. 
Mike Holmes 


Halo 


“When the [alien parasite] Flood appears, when you're down in the 
deep. You get into that white room and they come out, and you realise 
that what you thought was going on with the Covenant was so much 
deeper. | thought it was brilliant, because the plot changes, the enemy 
you are fighting changes. lt's expertly set up, one of the greatest levels 
I've ever played in the game. [Bungie] knew exactly how you were 
feeling. When you come out of that room, all the Covenant have been 
turned into zombies, and you you go: “oh my god, those things took 
over... and I'm deep underground. | have to work out how to escape.” 


PLAYIT 


ile you can easily pick up 
the original version of Hak 
for dirt cheap second hand, 
1 grabbing th 
160 Anniversary Editic 
the game's great HD 
makeover 
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